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The LAWS of the GAME: 


AND AL so, 


Some Rur x8 whereby a Beginner may, with due Attention 
to them, obtain to the playing it well, 


3 CarcvraTrIons for thoſe who will bet the Odds on any 
| Points of the Score of the Game then playing and depending, 


CA ſtated, to ſhew what may be effected by a very good 


13 Player in critical Parts of the Game. - 
5 REFERENCES to CAs Es, viz. at the End of EE n you 
} are directed how to find them. 
8 'CaLcurLATIONns, directing, with moral Certainty, how to 
4+ play well any Hand or Game, by ſhewing the Chances of 
your Partner's having 1, 2, or 3 certain Cards, 
8 5 With Variety of Cas Es added in the Appendix, 
89 By EDMOND HoyYLE, Gent. 


The Laws of the Game, and an Explanation of the Calcula- 


tions which are neceſſary to be underſtood by thoſe who 
would play it well, 


AND ALSO 
A DrcTionary for WHIS T, which reſelves almoſt 
all the critical Caſes that may happen at the Game. 


To which is added, 


An ARTIFICIAL MEMORY : 


Or, An eaſy Method of aſſiſting the Memory of 
Ts i thoſe that play at the Game of WHIST. 
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W HIS I. 


ff T HE Author of this Treatiſe did pro- 

| mife, if it met with Approbation, to 
make an Addition to it by Way of Ar- 

PENDIX, which he has done accordingly. 

It is neceſſary to premiſe, that thoſe, who 
intend to read this Treatiſe, are deſired to pe- 
ruſe the following Calculations; and they need 
only .charge their Memories with: thoſe that 
are marked with a N. B. upon which the 
whole Reaſoning of this Treatiſe depends. 


CALCULATIONS, dircing, with moral Cer- 
tainty, Dew to play well any Hand or Game, 
by ſhewing the Chances of your Pariner's hav- 
ing 1, 25 or 3 certain Cards. 


For EXAMPLE. 


I Would know what is the Chance cf his 
having one certain Card ? 


B 2 Anſwer. 


4 A ſhort TRE AT IS E on 

| againſt for 
Anſwer, | 8 him. - him. 
| That he has it not is, M. B. 2 to I 

| | II. I would know what is ha Chance of his 
| having two certain Cards ? 


againſt for 
ts 2 . him. him, 
That he has one of them only, is 31 to 26 . 
That he has not both of them, 17 2 
But that he has one or both i is about 
5 to 4, or N. B. * ; 
III. Iweuld alſo know what are the Chances ) 
of his "ITY 3 certain Cards? $ 
Anſwer. Foul "hm. F 
That he holds one of x only, is 
23325 for him, to 378 againſt him, 6 to 7 
or about 8 
/ That he has not 2 of them only, 0 
is 156 for him, to 547 pink 2 y 
him, or about 4 
That he has not all 3 of them, is t 
22 for him, to 681 — e 4 
or about 4 
But that he has for 2 of them, i is C 
481 for him to 222 againſt = 
or about 4 
And that he has 1, 2, or all 3 * | 
them, is about N, B. 5 
th 
of 


An 


4n 
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tn Explanation and Application of the Calculations 
neceſſary to be under ſtood ty thoſe who are to 
* this W b 


Firſt CarcuratiON. 


"7 is 2 to 1 that my Partner has not one 
certain Card. 


To apply „ this Calculation; let us ſuppoſe 
the right-hand Adverſary leads a Suit, of wi ich 
you have the King, and one ſmall Card only, 

ou may obſerve that it is 2 to 1 by putting on 


your King, that the left-hand , can- 


not win it. 


A gain, Let us ſu ppoſe that you have the King, 
and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I 
would know which is the beſt Suit to lead from. 
Anſwer, From the King, becauſe it is 2 to 1 that 
the Ace does not lie behind you; but it is 5 to 
4 that the Ace or King of any Suit lies behind 
you, and conſequently, by leading from your 
Qn you play to a Diſadvantage. 


24 CarcuLaTion, It is 5 to 4 at leaſt, 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in Favour of 
your right- hand and left-hand Adverſaries: 
therefore, ſuppoſe you have 2 Honours in any 
Suit, and knowing It is 5 to 4 that your Partner 


B 3 holds 


1 
\ * 
q 
11 
14 
14 
1 
14 

it 

14 
wy 
0 
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— — Oe. adi” — 


holds one of the other 2 Honours, you do by 
this Knowlege play your Game to a greater 
Degree of Certainty. 


Again, Let us ſuppoſe that you have the Queen 
and 1 ſmall Card in any Suit only, and that 


your right-hand Adverſary leads that Suit, if 


you put on your Queen, it is 5 to 4 that your 
left-hand Adverſary can win it, and therefore 
you play 5 to 4 to your Diſadvantage. 


34 CALCULATION, It is 5 to 2 that your 


Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Knave and 

1 ſmall Card dealt you, and that your right- 

hand Adverſary leads from that Suit, if you put 

on the K nave, it is 5 to 2 that your left-hand 
Adverſary has either Ace, King, or Queen of | 

the Suit led, and therefore you play 5 to 2 
againſt yourſelf ; beſides, there is a further 
Conſideration, by making a Diſcovery to your 

right-hand Adverſary, he fineſſes upon your 

Partner throughout that whole Suit, 


And, in order to explain the Neceſſity there 


is of putting the loweſt of Sequences in all the 


Suits led, let us ſuppoſe that your Adverfary 
led a Suit of which you have the King, Queen, 
and K nave, or Queen, K nave, and Ten; by 
putting on your Knave of the Suit of which 
youhave the King, Queen, and Knave, it gives 
: your 
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your Partner an Opportunity of calculating the 
Odds for and againſt him in that Suit, and al- 
ſo in all inferior Suits of which you have Se- 
quences. 


A farther Uſe to be made of the foregoing 
Calculation: Let us ſuppoſe, that you have 
the Ace, King, and 2 ſmall Trumps, with a 
Quint-Major, or 5 other winning Cards in 
your Hand in any Suit, and that you have 
played Trumps two Rounds, and that each 
Perſon followed "Trumps; in this Caſe there 
are 8 I'rumps out, and 2 Trumps remaining 


in your Hand, which make 10, and 3 Trumps 


which are divided between the remaining 3 
Players, of which 3 Trumps the Odds is 5 to 
2 in your Favour that your Partner has 1; and 
therefore out of 7 Cards in your Hand, you 
are intitled to win 5 Tricks, 
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8 to 2 —— — — 4 to I 
JS ͤ( 
9 With the Deal. | 
4 to 3 — — is to 6 
Se — — 3 5 
% ons 4 
„„ 8 8 8 3 
5 3 — —— — 
9 3 is about — 3 1 
6 With the Deal. - 
5 40 4 Ix — — is 6 to 5 
H:1 , 954 —_— — 6 4 
7 4 — — — 2 1 
98 4 —_ „ 
9 4 is about . 
5 With the Deal. 15 
6 to 5 — —— is 5 to 4 
715 — — — 3 3 
8 3 — — 5 2 
9 ʒ is about | . 
| With the Deal. 
7 to 6 — — is 4 to 3 
3 — — 2 
96 is about — — 7 4 
| With the Deal. 5 


8 to 7 is above 
9 to 7 is about 
i "5 
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8 to o, upon the beſt Computation made at 
preſent, is about 3 anda half in the Hundred, in 
favour of 8 with the Deal ; againft the Deal, 
the Odds is ſtill, though ſmall, in favour of 8. 


Calculations at Whiſt for the Whole Rubber, 


GUPPO SE AandB are at Play, and that 
| A is 1 Game, and 8 Love of the ſecond 
Game, with the Deal. 


Quere. What is the Odds throughout the 

Whole Rubber? 

I Game Love and 9 Love of the ſecond 
Game (upon Suppoſition of 9 Love with the 

Deal) being nearly 6 to 1; 


Firſt Game and q Love of the | 
ſeeond Game is nearly 5 * 
Firſt Game and 8 Love of the 
ſecond Game is a de 13 to 1, Ec. 
= 7 8 than the 3 
irſt Game and 7 Love of the 
ſecond is nearly * e 7 
Ditto and 6 Love of the ſe- 2 fg. 
cConcdſis nearly ; 2 
Ditto and 5 Love of the ſe- 6s 
cond is nearly 5 A 
Ditto and 4 Love of the ſe- 
cCond is nearl ; SY © 
Ditto and 3 Love of the ſe- Lis 
cCond is nearty 0 ** 2 a 
Ditto and 2 Love of the ſe- . 
cond 1s neafly : W 


Ditto 


itto 


tbe GA of WHIS T. 11 
Ditto and 1 Love of the ſecond is 78 = 
nearly 


The above Calculations ard made with the 
Deal. 


| Againſt the Deal. 


Suppoſe 4 and B are at Play, and that 4 is 1 
Game and any Number of Points in the ſe- 
cond Deal : 

Firſt Game and 9 Love of the ſe- 
cond is nearly 

Ditto and 8 Love of the ſecond 


ST to 1 


11 to r 


Game (is a little more) 
Ditto and -7 Love of the 960 2 
"0? 9 
Ditto and 6 Love of the ſecond 3: © 
Game is q F- 
Ditto and 5 Love of the ſecond hy 
Game is F S.., * 
Ditto and 4 Love of the ſecond R 
Game is | C 4s 30% 
Ditto and 3 Love of the ſecond 
Game is 5 +90 
Ditto and 2 Loſe of the ſecond | 
Game is C 4 
Ditto and one Love of the ſecond T 
Game is nearly ! 20 2 


The Uſe which is to de 8 of the 


foregoing Calculations, may be made by di- 


viding the Stake, according to the Tables 
herewith ſet down. 


_ Theſe 


12 A Hort TR EAT ITS E en 
Theſe Calculations have been approved of 
by ſome of the beſt Judges at W hiſt, Cc. 


N A P. I. 
Bome GznenaL RuLEs'to 22 ” BE- 
- © GINNERS. 


* THEN you lead, begin with the beſt 
Suit in your Hand; if you have a 

Sequence of King, Queen, and Knave, or 
Queen, Knave, and Ten, they are ſure Leads, 
and never fail gaining the Tenace to yourſelf 
or Partner in other Suits; and begin with the 
higheſt of the Sequence; unleſs you have 5 in 
Number: In that Caſe play the loweſt (except 
in Trumps, when you muſt always play the 
higheſt) in order to get the Ace or King out of 

| Ae Partner's or Adverfary's Hand, by which 

Means you make Room wy your Suit. | 

5507 © 
Tf you love 5 of the fmalleR Tran, and 

Not, one good Card in the other Suits, trump 

1 out; which will have this good Conſequence 

, at leaſt, to make your Partner the laſt Player, 

„ 6 and by that Means give him the Tenace. 

15 | 1 

1 If you bave 2 {mall Trumps obly; with 


Ace and King of two other Suits, and a Defi- 


*e:ency of the fourth Suit, make as many Tricks 
a8 Jou can immediately; 3 and if your Pattner 
4 | refuſes 


22. 


CY 2 — 


— 
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5 
r 
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refuſes either of your Suits, do not force him, 
becauſe that may weaken his Game too much. 

| We | | U | IV. ” | 0 5 | 8 

You need ſeldom return your Partner's Lead, 
if you have good Suits of your own to play, 
unleſs it be to endeavour. to ſave or win 2 
Game : . N meant by good Suits, is, in 
caſe you ſhall have Sequences of Kings Queen, 
and Koave, or Queen, Knave, and Ten. 

. : ' | t 


each 5 T. ricks, and you are 


a 


* e - & - 3 


If you have 


| affured of getting 2 Tricks in your own Hand, 
do not fail winning them, in Expectation ef 


ſcoring 2 that Deal; becauſe if you loſe the odd 
Trick, it makes 2 Difference, and you play 2 
to 1 againſt yourſelf. F 


An Exception to the foregoing Rule is, when 


you ſee a Probability either of, ſaving your 


Lurch or winning the Game, in, either of 
which Caſes you are to riſk the odd Trick. 
When you bave a Probability of winning 


the Game, always riſk a Trick or tv, beca 


the Share of the Stake, Which your dyerſary | 


has by a new Deal, will menge Bre than 
by tt 


the Point or two which your ri 


The foregoing Caſe refers to Chap, VI. £ 


VII, Ir 


play for more than 1 Point. 
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VII. 


If your Adverſary is 6 or 7 Love, and 
ou are to lead, your Buſineſs in that Caſe 
is to riſk a Trick or two, in hopes of putting 
your Game upon an Equality ; therefore ad- 
mitting you have the Queen or K nave, and 1 
other I'rump, and no good Cards in other Suits, 
play out your Queen or Knave of Trumps ; 
by which Means you will ſtrengthen your 
Partner's Game, if he is ſtrong in Trumps; 
if he is weak, you do him no Fel. 5 


VIII. 


If you are four of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half of 
the Stake which you play for; and, in or- 


der to win the odd Trick, though you are 


pretty ſtrong in Trumps, be cautious how you 
trump out. What is meant by Strength in 


Trumpzs, is, in caſe you ſhould have 1 Honour 
and 3 Trumps. : 


IX. 
If you are 9 of the Game, and though very 


ſtrong in Trumps, if you obſerve your Partner 


to have a Chance of trumping any of your Ad- 
verſary's Suits; in that Caſe do not trump out, 
but give him an Opportunity of trumping thoſe 
Suits. Uf your Game is ſcored 1, 2, or 3, you 
muſt play the Reverſe; and alſo at 5, 6, ; 


becauſe, in theſe two laſt recited Caſes, you 


X. If 


2 „ 6 »y re 
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If you are laſt Player, and find that the third 
Hand cannot put on a good Card to his Part- 
ner's Lead, admitting you have no good Game 
of your own to play, return the Lead upon the 
Adverſary; which gives your Partner the Te- 
nace in that Suit, and often obliges the Ad- 
verſary to change Suits, and conſequently gains 
the Tenace in that * alſo. 

If you have Ace, King, and four ſmall 
Trumps, begin with a ſmall one; becauſe it is 
an equal Wager that your Partner has a better 
Trump than the laſt Player: if ſo, you have 
three Rounds of Trumps; if not, you cannot 
fetch out all the Trumps. | 

1 XII. 1 

If you have Ace, King, Knave, and three 
ſmall Trumps, begin with the King, and then 
play the Ace * one of the Adverſaries re- 
fuſes Trumps) becauſe the Odds is in your Fa- 
your that the Queen falls. 8 

XIII. 

If you have King, Queen, and four ſmall 

Trumps, begin with a ſmall one, becauſe the 


Odds is on your Side that your Partner has an 


Honour. 

| XIV, 5 
I you have King, Queen, Ten, and three 
ſmall Trumps, begin with the King, becauſe 


» 


you have a fair Chance that the K nave falls in 


the fecond Round, or you may wait to fineſſe 
i your 
8 
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your Ten upon the Return of T range from 

your Partner. f 

P Refers to Chap. VII. Caſe I, 2, 3. 
XV. ARTE SS 

115 you have Queen; Knave, and tous inal 

Prumys, begin with a ſmall one, becauſe: the 

Odds is in your Favour that your Partner has 

an Honour. 
XVI. 


16 you have Queen, 3 Nine, and three 
ſmall Trumps, begin with the Queen, becauſe 
you have a fair Chance that the Ten falls in 
the ſecond Round; or you may wait to ce 
the Nine. 
_ Refers to Chap. VII. Caſe i, 273 
R 


2 you have Knave, Ten, and four ſmall 


Trumps, begin with a ſmall one, for the Rea- 

ſons e in N? 15. 
0 XVIII. | 
Tf you have Knave, Ten, Eight, 2 and "ED 
ſmall Trumps, begin with the Knave, in order 
to prevent the Nine from making a Trick, and 
the Odds is in your Favour that the three Ho- 
mours fall in two Rounds, 

XIX. 


If you have ſix Trumps of a lower Deno- 
mination, you are to begin with the loweſt, 
unleſs you ſhould have Ten, Nine, and Eight, 
'and an Honour turns up againſt you ; in that 
3 if you are to play through the Honour, 
cone begin 


— 
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begin with the Ten, which obliges the Ad- 
yerſary to play his Honour to his Diſadvan- 


tage, or leave it in your Partner's Orea, 
whether he will paſs it or not. 


If you have Ace, King, and three ſmall 
Trumps, begin with a ſma | one, for the Rea- 


| ſons aſſigned in Ne 15. 


XXI. 

If you have Ace, King, and Knave, and two 
ſmall Trumps, begin with the King, which, 
next to a moral Certainty, informs your Part- 
ner that you have Ace and Knave remaining; 
and, by putting the Lead into your Partner's 
Hand „ he plays you a Trump, upon which you 
are to fineſſe the Knave, and no ill Conſequence 
can attend ſuch Play, except the Queen lies 
behind you ſingle. 

Refers to Chap. VII. Caſe 1. 25 3. 


| XXII, 

If you have King, Queen, and three ſmall 
Trumps, begin with a ſmall one, ay th af- 
ſigned Reaſons | inn * OO F 

XXIII. 

If you have King, Queen, Ten, and two 
ſmall "Cramps, begin with the King, for the 
Reaſons aſſigned in Ne 21. 

XXIV. 

If you have the Queen, Knave, and three 

ſmall e begin with a ſmall one, for the 


XXV. If 


Kenſons afligned | in NL 15. 


18 A bert TREATISE on 


| XXV. 

If you have Queen, Knave, Nine, and twa 
ſmall Trumps, begin with the Queen, for the 
Reaſons aſſigned in N? 16. | 

XXVI. | 

If you have Knave, Ten, and three ſmal] 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in Nꝰ 15. 

| XXVII. | 

If you have Knave, Ten, Eight, and two 
ſmall Trumps, begin with the Knave, becauſe 
in two Rounds ef Trumps it is Odds but that 
the Nine falls; or, upon the Return of Trumps 
from your Partner, you may fineſfe the Eight, 

2 XXVCLIII. : 
If you have five Trumps of a lower Deno- 
mination, it is the beſt Play to begin with the 
loweſt, unlefs you have a Sequence of Ten, 
Nine, and Eight, in that Cafe begin with the 
higheſt of the Sequen ee. 
| XXIX. 5 

If you have Ace, King, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in N® b5. = 


If you have Ace, King, K nave, and one 
ſmall Trump, begin with the King, for the 
| Reaſons aſſigned in N? 21. | 

„ 7X ; 

If you have King, Queen, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in NY 15. | 
2 Pn XXXII. If 


— — wp, rey 


Hayes — — 


VO. 
he 
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XXXII. 


If you have King, Queen, Ten, and one 


ſmall Trump, begin with the King, and wait 
for the Return of Trumps from your Partner, 
when you are to fineſſe your Ten, in order to 
win the Knave. : h 
XXXIII. | 
If you have Queen, K nave, Nine, and one 
ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 


r 1 
If you bave Knave, Ten, and two ſmall 
Trumps, begin with a ſmall one, for the Rea- 


ſons aſſigned in Nꝰ 15. | 


GEE Mo. 
If you have Knave, Ten, Eight, and one 


ſmall Trump, begin with the Knave, in order 
to prevent the Nine from making a Trick. 


XNXXVI. 4 
If you have Ten, Nine, Eight, and one 
ſmall Trump, begin with the Ten, which 


leaves it in your Partner's Diſcretion, whether 


he will paſs it or not. 
| XXXVII. 


If you have Ten, and three ſmall Trumps, 
begin with a ſmall one. „ 
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| „„ - np po 
_ Seme LABTIOULAR RvLEs to be obſerved. 
I. 


1 you N Ace, King, and four final 


Trumps, with a good Suit, you muſt play 


three Rounds, of Trumps, otherwiſe you may 


have your ſtrong Suit trumped, 
Wn 8 
If you- have King, Queen, and four ſmall 
Trumps, with a good Suit, trump out with the 
King, beeauſe willen you have the Lead again, 


you will have three Rounds of b e 


III. - al WOK, 
If you have King, Queen, Ten, _ . 
ſmall Frumps, with a good Suit, trump out 


with the King, in Expectation of the Knave's 


falling at the ſecond Round; aànd do not wait 
to fineſſe the Ten, for Fear your ſtrong Suit 
ould be truwyed, y | ; 


If you have Queen, Eonave, and three ſmall 
Trumps, with a good Suit, trump out with 
a ſmall one. KEE 


IF; you 1 have the Queen, 2 Nine, and 
two ſmall Trumps, with a good Suit, trump out 


with the Queen, in Expectation of the Ten's 


falling at the ſecond Round; and do not wait 
to fineſſe the Nine, but trump out a ſecond 
| Time, 
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Time, for the Reaſons aſſigned in Caſe III. 
in tis e hape e n ha onen 
If you have Knave, Ten, and three ſmall 
Trumps, with a good Suit, trump out with a 
ſmall one. e 1 
| T2 
If you have Knave, Ten, Eight, and two 
ſmall Trumps, with a good Suit, trump out 


with the Knave, in Expectation of the Nine's 


falling at the ſecond Round. | 

If you have Ten, Nine, Eight, and one 
ſmall Trump, with a good Suit, trump out 
with the Ten. $7 bh 


CHAT: Ht. 


PARTICULAR Games, and the Manner in 
which they are to be played, after a Learner has 


made ſome Progreſs in'the Game. 


UPPOSE you are elder Hand, and that 
your Game conſiſts of King, Queen, and 


Knave of one Suit; Ace, King, Queen, and 


two ſmall Cards of another Suit; King and 
Queen of the third Suit, and three mall 
Trumps : Query, How is this Hand to be 
played? You are to begin with the Ace of 
your beſt Suit (or a Trump) which informs 
your Partner that you have the Command of 
that Suit ; but you are not to proceed with the 
King of the ſame Suit, but you muſt play a 

Trump 


2 — 


2 
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Trump next; and if you find your Partner 
has no Strength to ſupport you in Trumps, 
and that your Adverſary plays to your weak 
Suit, viz, the King and Queen only, in that 
Caſe play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a Probabi- 
lity of either of your Adverſaries being likely 
to trump that Suit, proceed then and play 
the King of the Suit of which'you have King, 
Queen, and Knave. If it ſhould ſo happen, 
that your Adverſaries do not play to your 
weakeſt Suit, in that Caſe, though apparently 
75 Partner can give you no Aſſiſtance in 

rumps, purſue your Scheme of trumping out 
as often as the Fa comes into your Hand: 
By which Means, ſuppoſing your Partner to 
have but two Trumps, and that your Adver- 
faries have four each, by three Rounds of 
"Trumps, there remain only two Trumps 
againſt you. e | 


Elder Hand. 

 Buppoſe you have Ace, King, Queen, and 
one ſmall Trump, with a Sequence from the 
ing of five in another Suit, -with four other 
Cards of no Value. Begin with the Queen of 
Trumps, and: purſue the Lead with the Ace, 
which demonſtrates to your Partner, that you 
have the King: And as it would be bad Play 
to purſue Trumps the third Round, till you 
have firſt gained the Command of your great 
Suit, by ſtopping thus, it likewiſe informs 

175 | out 


1 


e 


of 
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your Partner that you have the King, and one 


Trump only remaining; becauſe, if you had 


Ace, King, Queen, and two Trumps more, 
and I rumps went round twice, you could re- 


ceive no Damage by playing the King the third 


Round. When you lead Sequence, begin with 
the Ioweſt, becauſe if your Partner has the Ace 
he plays it, which makes Room for your Suit. 
And ſince you have let your Partner into the 
State of your Game, as ſoon as he has the Lead, 
if he has a Trump or two remaining, he will 
play Trumps to you, with a moral Certainty 


| that your King clears your Adverſaries Hands 


of all their Trumps. 
2 
Second Player. 


Suppofe you have Ace, King, and two ſmall 
Trumps, with a Quint- Major of another Suit; 
in the third Suit you have three ſmall Cards, 
and in the fourth Suit one. Your Adverſary 
on your Right-hand begins with playing the 
Ace of your weak Suit, and then proceeds to 
play the King : In that Caſe, do not trump it, 
but throw away a loſing Card, and if he pro- 
ceeds to play the Queen, throw away another 
loſing Card; and do the like the fourth Time, 
in Hopes your Partner may trump it, who will 
in that Caſe play a Trump, or will play to 
your ſtrong Suit. If Trumps are played, go on 
with them two Rounds, and then proceed to 
play your ſtrong Suit; by which _— if 

. cre 
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there happens to be four Trumps in one of your 
* Adverſaries Hands, and two in the other, 
which is nearly the Caſe, your Partner being 
intitled to have three Trumps out of the nine, 
conſequently there remain only ſix Trumps, 
between the Adverſaries; your ſtrong Suit 
forces their beſt 'I'rumps, * you have a Pro- 
bability of making the odd Trick in your own 
Hand only; whereas if you had trumped one 
of your Adverſaries beſt Cards, you had fo 
weakened your Hand, as probably not to make 
more than five Tricks without yourPartner's 


Help. 
© MY 


Suppoſe you have Ace, Queen, and three 
ſmall Trumps ; Ace, Queen, Ten, and Nine 
of another Suit ;-with two {mall Cards of each 
of the other Suits : Your-Partner leads to your 
Ace, Queen, Ten, and Nine; and as this 
Game requires rather to deceive your Adver- 
ſaries, than to inform your Partner, put up 
the Nine, which naturally leads the Adverſary 
to play Trumps, if he wins that Card. As 
ſoon as Trumps are played to you, return 
them upon your Adverſary, keeping the Com- 
mand in your own Hand. If your Adverſary 
who led Trumps to you, puts up a Trump 
which your Partner cannot win, if he has no 
good Suit of his own to play, he will return 
your Partner's Lead, imagining that Suit lies 
between his Partner and yours: If this Finefic 
of yours thould ſucceed, you will be a great 

| 4 Gainer 
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Gainer by it, but ſcarcely poſſible to be 4 
Loſer. * | v F ? a * R 


Suppoſe you have Ace, Ki ng, and three ſmall 
Trumps, with a Quart from a King, and two 


ſmall Cards of another Suit, and one ſmall Card 


to each of the other Suits; your Adyerſary 


leads a Suit of which your Partner has a 


Quart-major; your Partner puts up the Knave, 
and then proceeds to play the Ace: You refuſe 


to that Suit, by playing your looſe Card; when 
your Partner plays the King, your Right-hand 


Adverſary trumps it, ſuppoſe with the Kndve 
or Ten, do not overtrump him, which ma 

probably loſe you two or three Tricks by weak- 
ening of your Hand: But if he leads to the 


Suit of which you have none, trump it, and 


then play the loweſt of your Sequence, in order 
to get the Ace either out of your Partner's or 
Adverſary's Hand; which accompliſhed, as 
ſoon as you get the Lead, play two Rounds of 
Trumps, and then proceed to play your ſtrong 
Suit. Inſtead of your Adverſary's playing: to 
your weak Suit, if he ſhould play Trumps, do 

| hd then 
proceed"to get the Command of your ſtrong 
Suit. But you. will ſeldom find: this fat Method 
practiſed, except, by moderate Players? JTONT< 
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Games 15 be od, 45 certain Obſervations 
thereby y ou are aſſured 2 your Partner has no 
more of the Suit 22 erther 7 yourſelf or Vim. 

| I. Firſt Exan She's by 
Suso SE you lead 4 Dan: Ten, 
Nine, and two ſmall Cards of any Suit, 
the ſecond Hand puts on the Knave, your Part- 
mer plays the Eight; in this Caſe, you having 
Queen, Ten, and Nine, it is a Demonſtration, 
if. he plays well, that he can have no more of 
that Suit. Therefore, by that Diſcovery, you 
may play your Game accordingly, either by 
Forcing him to trump that Suit, if you are 
ſtrong in ans af or 8 8 playing ere cither 


28 

2:41:64 10K Lond Example. 85 54 
Sopp oteyen have King, Queen, ind Ten 
ol la Suit, und you lead your King, your Part- 
ner plays the K nave, this er e he has 
no more of that Suit. ; 


III. r Die E 5e Di , hic varie Fax the 7100 
1 OY TAK 04 * TE Ng 

... Suppoſe. you. have Ling, Queen, — 2 many 
more of 3 Suit, and you. begin with the King, 
in ſome Caſes it is good Play in a Partner, when 
he has the Ace and one ſmall Card in that Suit 
only, to win his Partner's King with his Ace; 
for ſuppoſe he is ve King's in Trumps, by 


taking his Partner's King with the Ace, he 
trumps 


3 


5 Queen guarded. Db non d 
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trumps out, and after he has cleared the Board 
of Trumps, he returns his Partner's Lead; and 


having parted with the Ace of that Suit, he has 
made Room for his Partner to make that whole 
Suit, which poſũbly could not have been done 


it he had kept the Command in his Hand. 
And ſuppoling his Partner has no other good 
Card in his Hand beſides that Suit, he loſes 
nothing by the Ace's taking of his King; but 
if it mould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Suit, by this Method 


of Play: And as your Partner has taken your 


King with the Ace, and trumps out upon it, 
you have Reaſon to judge heqhas one of that 
Suit to return you; therefore do not throw 
away. any of that Suit, even to keep a King or 
Particular Games both to endeavour to deceiue and 
Aiſtreſs your Adverſaries, and to demonſtrate jour 
Game to.your Partner. „ 
D - 4 I. q Firſt Example. FE | 
QGUPPOSE I play the Ace of à Suit of 
which Thave-Ace, King, and three ſmall 


ones; the laſt Player does not chuſe to trump 
it, having none of the Suit; if I am not ſtrong 


enough in Trumps, I muſt not play out the 


King, but keep the Command of that Suit in 
my Hand by playing of a ſmall one, which I 
muſt do in order to Weaken his Game. 


C 2 8 II. If 
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II. Second Example. 


If a Suit is led, of which I have none, and a 
mora] Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Ad- 
verſary I throw away my ſtrong Suit; but to 
clear up Doubts to my Partner, when he has 
the Lead I throw away my weak Suit. This 
Method of Play will generally ſucceed, unleſs 
you play with very good Players, and even 
with them, you will oftener gain than loſe by 
this Method of Play. | 


„„ RH AB; VE; 


Particular Games to be played, by which you run 
the Riſk of lo 1 one Trick only to gain three. 


Firſt Example. 


EI? ex wal Clubs to be 'T'rumps, a Heart 
is played by your Adverſary; your Partner, 
"rr none -of that, Suit, throws away a 
Spade; you are then to judge his Hand is com- 
poſed of Trumps and iamonds; and ſuppoſe 
you win that Trick, and being too weak in 
Trumps, you dare not force him; and ſuppoſe 
ou ſhall have King, Knave, and one ſmal] 

; Diartonds and further, ſuppoſe your Partner 
to have Queen and fe Diamonds; in that 
| Caſe, by throwing out your King in your firſt 
Lead, and your Enave in your ſecond,, your 
Partner and you may win five Tricks in that 
Suit; whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won with 
the Ace, the King 11 Knave. remaining in 
I 1 your 


— 
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your Hand, obſtructs his Suit: And though 
he may have the long Trump, yet by playing 
2 ſmall Diamond, and his long Trump having 
been forced out of his Hand, you loſe by this 
Method of Play three Tricks in that Deal. 
II. Second Example. 


Suppoſe, in the like Caſe of the former, you 
ſhould have Queen, Ten, and one ſmall Card 


in your Partner's ſtrong. Suit; which is to be 


diſcovered by the former Example; and ſup- 
poſe your Partner to have Knave and five ſmall 
Cards in his ſtrong Suit; you having the Lead 
are to play your Queen, and when you play 
again, you are to play your Ten; and ſuppoſe 
him to have the long Trump, by this Method 
he makes four Tricks in that Suit; but ſhould 
you play a ſmall one in that Suit, his Knave 


being gone, and the Queen remaining in 


your Hand in the ſecond Round of playing 
that Suit, and the long Trump being forced 
out of his Hand, the Queen remaining in your 
Hand obſtructs the Suit, by which Method of 
Play you loſe three Tricks in that Deal. i 


a one ior ie HE Exel. ©. 
In the former Examples you have been ſup- 
poſed to have had the Lead, and by. that 
Means have had an Opportunity of throwing, 
out the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make Room for 
the whole Suit; we will now ſuppoſe your 
Partner is to lead, and in the Courſe of Play, 
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it appears to you that your Partner has. one 
great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, Ten, Nine, 
and a very fmall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine; when he plays the King, you are to 
play the Ten; by which means you ſee, in the 
third Round, you make your Queen, and hav- 
ing a ſmall one remaining, you do not obſtruct 
your Partner's great Suit; whereas if you had 
kept your Queen and Ten, and the K nave have 
fallen from the Adverſaries, you had loft two 
, , ENT: 

IV. Fourth Example. | 

' Suppoſe in the Courſe of Play, as in the 
former Caſe, you {ind your Partner to have one 
great Suit, and that you have King, Ten, and 
a ſmall one of that Suit; your Pariner leads 
the Ace, in that Caſe play your Ten, and in 
the ſecond your K ing: This Method is to pre- 
vent a Poſſibility of obſtructing your Partner's 
great Suit. 5 [ 

V. Fifth Example. 

Suppoſe your Partner has Ace, King, and 
four ſmall Cards in his great Suit, and that you 
have Queen, Ten, and a ſmall Card, in that 
Suit; when he plays his Ace, do 805 play 
your Ten, and when he plays his King, do 
Fou play your Queen; by which Method of 

Play you only riſk one Trick to'get four. 


VI. Sixth 


F 
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| VI. Sixth Example. 

We will now ſuppoſe you to have five Cards 
of your Partner's ſtrong Suit, viz. Queen, Ten, 
Nine, Eight, and a ſmall one; and that your 
Partner has Ace, King, and four ſmall ones ; 
when your Partner plays the Ace, do you play 
your Eight; when he plays the King, do you 
play your Nine; and in the third Round, 
no Body having any of that Suit, except your 
Partner and you, proceed then to play the 
Queen, and then the Ten; and having a ſmall 
one remaining, and your Partner two, you 
thereby gain a Trick, which you could not 
have done but by playing the high Cards, and 
by keeping a ſmall one to play to your Partner. 


Particular Games to be played when your Advers 
"ſary turns up an Honour on your Right-hand, 
with Directions how to play when an Honour is 
turned up on your Lift-hand.” 
I. Hirt Example, . 85 


| gU PPOSE the Knave is turned up on your 


Right-hand, and that you have King, 
ueen, and Ten; in order to win the Knay 
begin to play with your King; by which Me- 
thod of Play, your Partner may ſuppoſe you to 
have Queen and Pen remaining, eſpecially if 
you have a ſecond Lead, and that you do not 
proceed to play your Queen. 

en II. Se- 
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II. Second Example. 
The Knave being turned up as before, and 


that you have Ace, Queen, and Ten, by play- 


ing of your Queen, it anſwers the like Pur- 
pO: 'e of the former Rule. 


III. Third Example. 

If the Queen is turned up on your Right- 
hand, and that you have Ace, King, and 
Knave;: by playing your King it anſwers the 
like e of the former Rule. 

IV. Faurth Example. 


en an Honour is turned up on your 
Left-hand, and ſuppoſe you ſhould hold no 
Honour, in that Caſe you are to play Trumps 


through that Honour ; but in caſe you ſhould 


hold an Honour (except the Ace) you muſt be 

cautious how you play Trumps, becauſe, in caſe 

your Partner holds no Honour, your Adverſary 
will play your own Game upon you. 


CHAP. VIII. 


A Cast to demonſtrate the Danger 75 forcing 
Jour Pariner. 


I. 


QUPPOSE 4 a B Partners, EY: that 
A has a Quint-Major in Trumps, with a 


Quint- Major and three ſmall Cards of another 


Suit, and that A has the Lead; and let us ſup- 
poſe the Adverſaries C and D to have only five 
Trumps in either Hand: In this Caſe, 4, hav- 
ing the Lead, wins every Trick. 

II. Sup- 


8 
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— „ I. 


3 at 


the Game of WHIST. 33 


II, 


Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-Major and three ſmall 
Cards of another Suit, and that C has the 
Lead, who forces A to trump. firſt, by which 
Means 4 wins only five Tricks, 


TS: ents” 
t- . | 
nd 4 Cask to demonſtrate the Advantage by a Saws 


Suppoſe A and B Partners, and that A has 
a Quart-Major in Clubs, they being Trumps, 
another Quart-Major,in Hearts, another Quart- 
ur Major in Diamonds, and the Ace of Spades: 
10 And let us ſuppoſe the Adverſaries C and D to 
ps have the following Cards, viz. C has four 
d Trumps, eight Hearts, and one Spade; D has 
de five Trumps and eight Diamonds; C being to 
le lead, plays an Heart, D trumps it; D plays a 
ry Diamond, C trumps it; and thus purſuing the 
Saw, each Partner trumps a Quart-Major of 
| 4's, and C being to play at the ninth Trick, 
plays a Spade, which D trumps; thus C and, 
2 O have won tbe nine firſt Tricks, and leave A4 
with his Qttart-Major in Trumps only. 
The foregoing Caſe ſhews, that whenever 
at you gain the Advantage of eſtabliſhing of a 


a aw, it is your Intereſt to embrace it. 

er * £ 

J- [Phat follows in this Treatiſe is the Addition 
e promiſed, | 

2 : 

5 = 
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Containing Variety of CASES, "intermuxed will 

 CALCULATION'S, demonfirating | when 
it is proper, at ſecond Hand, to put up the 
King, e nave or Ten, with one fmall 
Card of any Suit, &c. 


in the three other Suits you have one Trick 
ſecure in each of them; and ſuppoſe your Part- 
ner has no Trump, in that Caſe the remain- 
ing nine Trumps muſt be divided between your 
Adverſaries ; ſuppoſe five in one Hand, and 
four in the other, as often as you have the 
Lead, play Trumps: And ſuppoſe you ſhould 
have four Leads, in that Caſe, you fee your 
Adverſaries make only four Tricks out of- nine 
Trumps; whereas if you had ſuffered them to 
make their Trumps ſingle, they might poſſibly 
have made nine Tricks. | 
By this Example, you fee the Neceſſity there 
is of taking out two Trumps for one upon 
moſt Occaſions. Ga: 
Yet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of Play, 
that your Adverſaries are yery ſtrong in any 
particular.Suit, and that your Partner can giv? 
you no Aſſiſtance in that Suit, in ſuch a Caſe 
you are to examine your own, and alſo your 
Adverſaries Scores, becauſe by Keeping one 


'Irucp 


GU PPOSE you have four ſmall Trumps, 
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Trump in your Hand to trump ch Suit, it 
may | be either a Means to ſave or yin a Game. 


« Be MI 
Il. 


Suppold you | hates Ace, Queen, and ws 
ſmall Cards of any Suit; your Right-hand Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal 
Wager that your Partner has a better Card in 
that Suit than the third Hand; if ſo, Jon have 
the Command of that Suit. 

An Exception to the foregoing Rule is, in 
caſe you want the Lead, then you are to put 


up your Queen. 
- III. 
Neuer chuſe to lead from King, Knave 


and one ſmall Card in any Suit, becauſe it is 2 
to 1 that your Partner bas not the Ace, and 


alſo 32 to 25, or about 5 to 4, that he has Ace 
or Queen; and therefore, as you. have only 
about 5 to 4 in your.Fayour, and as you mult 


have four Cards in ſome other Suit, ſuppoſe 


the Ten'to be the higheſt, lead that Suit, be- 


cauſe it is an equal Wager that your Partner 


has. a better. Card in that Suit than the laſt 


Player: And if the Ace of the ſirſt· mentioned 
Suit lies behind you, which is an equal Wager 
it ſhould fo happen, in caſe your, Partner has 
it not; in this, Caſe, on your Adverſaries lead- 


ing this Suit, you probably make two Tricks | 


in it by this js Meine of Play. 
C6 IV. Supe 


} 


| 
| 
l 
| 
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Suppoſe in the Courſe of Play it appears to 
you, that your Partner and you have four or 
five Trumps remaining, when your Adverſaries 
have none, and that you have no winning Card 
in your Hand, but that you have Reaſon to 


judge that your Partner has a thirteenth Card, 
or ſome other winning Card in his Hand; in 


that Caſe play a ſmall Trump, to put the Lead 
into his Hand, in order to throw away any 


loſing Card in your aw, upon ſuch thirteenth | 


or other good Card. 


CHAP. > 6 


Some DiRECTiONS fer putting up at ſecond 


Hang, King, . 9 7885 or Ow od any 
Suit, &c. 155 
* 


1 S PPOSE : you have the; 8 and one 


ſmall 88 of any Suit, and that your 


Right-hand Adverſary plays that Suit; if he is 


a good Player, do not put up the King, unleſs 
you want the Lead, becauſe a good Player ſel- 
dom leads from a Suit of which he has the Ace, 
but keeps it in his Hand (after the Trumps are 
88787 out) to bring in his ſtrong Suit. 


II. 
5 you have a Queen, and one ſmall 


Card of any Suit, and that your Right-hand 
Adverſary leads that Suit; do not put on your 


Queen, becauſe ſuppoſe the Adverſary has led 
trom the Ace and Knave, in that Caſe, upon 


the 
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the Return of that Suit, your Adverſary fineſles: 
the Knave, which is generally good Play, eſpe- 
cially if his Partner has played'the King, you 
thereby make your Queen ; but by putting on 
the Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and eonſequent- 
ly puts him upon fineſſing upon your Partner 
throughout that whole Suit. 
e 3 
In the former Examples you have been in- 
formed, when it is thought proper to put up 
the King or Queen at ſecond Hand; you are 
likewiſe to obſerve, in caſe you ſhould have the 
Knave or Ten of any Suit, with a ſmall Card 
of the ſame Suit, it is generally bad Play to put: 
J up either of them at ſecond Hand, becauſe it 
x is five to two that the third Hand has either 
Ace, King, or Queen of the Suit led; it there- 
© fore follows, that as the Odds: againſt you are 
r WW ve to two, and: tho” you ſhould ſueceed ſome- 
times by this Method of Play, yet in the: main 


„ Hs $a tw w__ wu WE * 


's W you muſt be a Loſer, becauſe it demonſtrates 
— to your Adverfaries that you are weak in that 
„ uit, and conſequently they fineſſe upon your 
© Partner throughout that whole Suit. 

a q IV. b 


Suppoſe you have Ace, King, and three 
I Wh ſmall Cards of a Suit, your Right-hand Adver- 
d fary leads that Suit; upon which you play your 
1r Ace, and your Partner plays the Knave. In | 
d ca'e you are ſtrong in Trumps, you are to re- KM 
n WW turn a ſmall. one in that Suit, in order to tet 
10 your 
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your Partner trump it: And this,Conſequence 
ttends ſuch Play, viz, you keep the Command 
of that, Spit in your own Hand, and at the 
ſame Time, it gives your Partner an Intimation o 
that you ate ſtrong in Trumps; and therefore, e 
he may play his Game accordingly, either ins 
attempting to eſtabliſh a Saw, or by trumping 8s 
1 
d 


out to you, if he has either Strength in Trumps, 
or the Command of the other Suits. 2 
Suppoſe 4 and B's Game is "ſcored 6, the 
Adverſaries C and O is ſcored 7, and that g 
Cards are played out, of, which A and B have 
won 7 Tricks, and ſuppoſe no Honours are 
Tzeckoned in that Deal; in this Caſe A and h 
have won the odd Trick, which puts their 
Game upon an Equality; and ſuppoſe 4 to, have 
the Lead, and;that A has two of the ſmalleſt 
Trumps remaining, with two winning, Cards 
of other Suits; and ſuppoſe C and D have the 
two beſt "Trumps between them, with twaother 
winning Cards in their Hands, Quere, How. are . 
you to play this Game? It is 11. to 3 that C 6 
has not the 2 Trumps; and likewiſe, 11 to } 
that D has them not: The Odds being fo much ] 
in A's Favour to win the whole Stake, it is his I 
J 


| == 2 


„ 


- * 
1 


Intereſt to play a Trump; for ſuppoſe the Stake 
to be 70 l. depending, A. wins the whole Stake, 
if he ſucceeds by this Method of Play; but 
ſould he play the cloſe Game, by forcing C or | 
D to trump firſt, he having won the odd I rick | 
already, and being ſure of winning two more in 
| | his 
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his own Hand; by this Method his Game will 


5 be ſcored 9 to 7, which is about 3 to 2, and, 


therefore, A's Share of the 70 l. will amount 
only to 42 1. and, by this Method, A only ſe- 
cures 7 J. Profit; but in the other Caſe, upon 
Suppoſition that A and B have 11 to 3 of the 
Stake depending, as aforeſaid, by playing his 
Trump, he is entitled to 55 J. out of the 70 l. 
depending. 

The foregoing; Caſe being duly attended to, 
may be applied to the like Purpoſe in other 
Parts of the Game. He. 


C HA P. XI. 


Scme DiRECT1ONs how to play when an Ace, 


King, or Queen, are turned up on your Right= 
hand, &c. 5 : 


.. 


gy PPOSE the Ace is turned up on your 
> :Right-hand, and that you have the Ten 
and Nineof Trumps only, with Ace, King, and 
Queen of another Suit, and eight Cards of no 
Value, Quere, How muſt this Game be played? 
Begin with the Ace of the Suit of which you 
have-the Ace, King, and Queen, which is an 


Information to your Partner that you have the 


Command of that Suit; then play your Ten of 
Trumps, becauſe it is five to two that your Part- 
ner has King, Queen, or Tnave of Trumps ; 
and tho it is about ſeven to two that your Part- 
ner has not two Honours, yet, ſhould he chance 

| to 


Ace; when he plays the ſmall one, you are to 
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to have them, and they prove to be the King and 
K nave, in that Caſe, as your Partner will paſs 


your Fen of Trimps, and as it is 13 to 12 


againſt the laſt Player for holding the Queen of 
Trumps, upon Suppoſition your Partner has it 
not, in that Cafe, when your Partner has the 
Lead, he plays to your ſtrong Suit, and upon 
your having the Lead, you are to play the Nine 
of Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
Queen if he lies behind it. 

The foregoing Caſe ſhews, that turning up 
of an Ace againſt you, may be made leſs bene- 
ficial to your Adverſar ies, provided you play by 
this Rule. E 
I. 


If the King or Queen are turned up on your | 


Right-hand, the like Method of Play may be 
made uſe of; but you are always to diſtinguith 


the Difference of your Partner's Capacity, be- 


cauſe a good Player will make a proper Uſe of 


ſuch Play, but a bad one ſeldom, if ever. 


A 


Suppoſe the Adverſary on your Right-hand 


leads the Kings of Trumps, and that you ſhould 


have the Ace and four ſmall Trumps, with a 
good Suit; in this Caſe it is your Intereſt to paſs 
the King ; ard though he ſhould have. King, 


Queen, and K nave of I rumps, with one more, 


if he is a moderate Player, he will play the 


ſmall one, imagining that his Partner has the 


paſs 
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bs it, becauſe it is an equal Wager that your 


partner has a better Trump than the laſt Play- 


er; if ſo, and that he happens to be a tole- 
rable Player, he will judge you have a good 
Reaſon for this Method of Play, and conſe- 
quently, if he has a third Trump remaining 
he will play it, if not, he will play his beit 
Suit. | 


IV. 
A critical CasE to win an odd Trick. 


Suppoſe A and B Partners againſt C and D, 
and ſuppoſe the Game to be Nine all, and 
ſappoſe all the Trumps are played out, A be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining; B has only two 
ſmall Cards of A's Suit; C has Queen and two 
other ſmall Cards of that Suit; D; has King, 
Knave, and one ſmall Card of the ſame Suit, 
4 and B have won three Tricks, C and D have 
won four Tricks ; it therefore follows that A is 
to win four Tricks out of the Six Cards'in his 
Hand, in order to win the Game. C leads this 
Suit, and D puts up the King; 4 gives him 
that Trick, D returns that Suit, 4 pales it, 
and C puts up his Queen: Thus C and D have 
won fix Tricks, and C imagining the Ace of 
that Suit to be in his Partner's Hand, returns 
It; by which Means 4 wins the four laſt 
L ricks, and conſequently the Game. 


v. Sup- 
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. Suppoſe you ſhould have the King and fine 
ſmall Trumps, and that your Right-hand Ad- 
verſary plays the Queen ; in that Caſe do not 
put an your King, becauſe it is an equal Wager 
that your Partner has the Ace; and ſuppoſe 
your Adverſary ſhould have Queen, Knave, | 
Ten, and one ſmall Trump, it is alſo an 
equal Wager that the Ace lies ſingle, either in Ni. 
your Adverſary's Hand or Partner's ; in either K. 
of which Caſes it is bad Play to put on your 
King; but if the Queen of Trumps is led, and 
that you ſhould happen to have the King, with i 
two or three Frumps, it is the beſt Play to put ' 
on the King, becauſe it is good Play to lead 
from the ', and one ſmall Trump only; 
and in that Caſe, ſhould your Partner have the (YP9! 
Knaye of Frumps, and your Left-hand Adver- eu 
fary hold the Ace, your negiecting to put on Neno 


* 
* 


the King is the Loſs of a Trick. 
HAP. XII. Sou 


The Ten gr Nine being turned up on your Right re, 
; ED Hand, &c. . | ; | « : 
5 on 


SUT OSE the Fen is turned up on your 
Right-hand, and that you ſhould hae 7 
King, Knave, Nine, and two ſmall Trumps, WG, 
with eight other Cards of no Value, and that it Nbeca 
is proper for you to lead Trumps, in that Cale, Neivi 
begin with the Knave, in order to 1 fore, 
| en 
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Ten ſrom making of a Trick; and though it is 

but about five to four. that your Partner holds 

an Honour, yet if that ſhould, fail, by. fineſſing 

your Nine on the Return, of Trumps from your 

Partner, W DAE the Ten 1 * FOUHr ower. : 
H.. 

The Nine being turned up four ue Right- 
hand, and that you ſhould - mave, Jen, 
Fichr, and two ſmal! Frumps, by leading the 
Knave, it anſwers the like Mee > the for- 


| You are to make a — Diferthte between 
a Lead of Choice, and a forced Lead of your 
Partner's ; becauſe, in the firſt Caſe, he is ſup- 
poſed to lead from his beſt Suit, and finding 
you deficient in that Suit, and not being ſtrong 
enough in Trumps, and nat daring to fqree 
you, he then plays * next beſt Sui 17 ; by which 
Alteration of Play, it is next to a Demonſt ra- 
tion that he is weak in Trumps: But ſhould 
he perſevere, by playing off his firſt Lead, if he 
is a good Player, you are to judge him ſtrong 
in Trumps, and it is a. Direction for you to 
play your Game accordingly. | 


There is nothing more pernicious at the 
Game of Whiſt, than to change Suits often, 
becauſe in every new Suit you run the Riſk of 
giving Jour Adverſary the Tenace ; and there- 
fore, though you lead from a Suit of which you 

bave 


mer Cafe. 
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have the Queen, Ten, and three ſmall ones, 
and your Partner puts up the-Nine only, in 
that Caſe, if- you ſhould happen to be weak in 
Trumps, and that you have no tolerable Suit 
to lead from, it is your beſt Play to purſue the 
Lead of that Suit by playing your Queen, which 
leaves it in your Partner's Option whether he 
will trump it or not, in caſe he has no more of 
that Suit ; but inyour ſecond Lead, in caſe you 
ſhould happen to have the Queen or Knave of 
any other Suit, with one Card only of the ſame 
Suit, it would be better Play to lead from your 
Queen or K nave of either of theſe Suits, it be- 
ing 5 to 2 that your Partner has one Honour 
at leaſt in either of thoſe Suits. Ry 
[ Li 6 lo 01:5 191 
If you have Ace, King, and one (mall Card 
of any Suit, with four Frumpss if your Right- 
hand Adverſary leads that Sult, paſs it, becauſe 
it is an equal Wager that your Partner has a 
better Card in chat Suit than the third Hand; 
if ſo, you gain a Trick by itz if otherwiſe, as 
you have four Trumps,” you needimor fear to 
loſe by it, becauſe when Tramps.are playcd, 
you may be ſuppoſed to haue the long Trump. 
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CHAP. XIII. 


A CAUTION not to part with the Command of 
your Adverſary's great Suit, ; ke. 
JN Caſe you are weak in Trumps, and that 

it does not appear that your Partner is very 
ſtrong in them, be very cautious how you part 
with the Command of your Adverſary's great 
Suit: For ſuppoſe your Adverſary plays a Suit 
of which you have Kine, Queen, and one ſmall 
Card only, the Adverſary leads the Ace, and, 
upon playing. the ſame Suit, you play your 
Queen, which makes it almoſt certain to your 
Partner that you have the King ; and ſuppoſe 
your Partner refuſes to that Suit, do not play 
the King, becauſe if the Leader of that Suit 
or his Partner have the long Trump, you riſk 
the loſing of threè Tricks to get one. 

II. 

Suppoſe your Partner has ten Cards remain- 
ing in his Hand, and that it appears to you that 
they conſiſt of Trumps and one Suit only; and 
ſuppoſe you ſhould have King, Ten, and one 
ſmall Card of his ſtrong Suit, with Queen and. 
two ſmall Trumps; in this Caſe, you are to 


judge he has five Cards of each Suit, and 


therefore you ought to play out the King of 
his ſtrong Suit; and if you win that Trick, 
jour next Play is, to throw out the Queen of 
Trumps; if that likewiſe comes home, proceed 

tQ 
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to play Trumps: This Method of Play may 
be made uſe of at any Score of the Game, ex- 
rept ata und g.. 
SY The Txrv MP, turned up to be remembered. | 
5 It is ſo neceſſaty that the Trump turned bp 
ſhould be known and remembered, both by the 
Dealer and his Partner, that we think it pro- 
per to obſerve, that the Dealer ſhould always 
o place that Card, ®s to be certain of having 
Recourſe to it: For ſuppoſe it to be only a 5 
and that the Dealer has two more, viz. the b 
and 9, if his Partner trumps out with Ace and 
Ning, he 01ght-to play his-6 and q; becauſe, 
let us Nabe your Partner to have Ace, King, 
and four mall *Frumps in this Caſe, by your 
Partner's knowing you have the 5 femaining, 
you may win many Tricks. 
IV. 
Four Right-hand Adverfary leads a Suit of 
which you have the Ten and two ſmall ones; 
the third Hand puts up the Knave, your Part- 
ner wins it with tlie King; when your Right. 
hand Adverſary leads that Suit again, and play 
a fmall one, do you put on your Ten, becauſe 
it may fave your Partner's Ace, upon Suppo— 
fition that your Right-hand Adverfary led from 
the Queen; you will ſeldom fail of Succeſs by 
this Method of Play; 


V. Cups 


ay 
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Suppoſe you have the beſt Trump, and that 
the Adverſary 4 has one Trump only remain- 
ing, and that it appears to you that P bong Ad- 
verſary B has a great Suit; in this Caſe, tho 
you permit A to make his Trump, yet by keep- 
ing the Trump in your Hand, you prevent the 
Adverſary B from making his great Suit; 
whereas, if you had taken out 4's Trump, it 
had fade gully one Trick Difference ; but by 
this Method you probably ſave three or four 


Tricks.. 
The following Cass happens Frequently. | 


That you have two Trumps remaining. 


when your Adverſaries have only one, and it 
appears to you that your Partner has one great 
Suit ; in this Caſe always play a Trump, tho' 
you have the worſt, becauſe by removing the 
Trump out of your Adverfaries Hands, there 
can be no Obſtruction to your Partner's great 
Suit. | 
F „ | 
Suppoſe you ſhould have three Trumps when 
no Body elfe has any, and that you ſhould 
have only four Cards of any certain Suit remain- 
ing; in this Caſe play a n ſhews 
your Partner that you have all the Trumps, and 
alſo gives you a fair Chance for one of your Ad- 
verſaries to throw away one Card of the afore- 
ſaid Suit; by which Means, ſuppoſing that Suit 
to have been once led, and one thrown away, 
N makes 
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makes five, and four remaining in your Hand 
makes nine, there being only four remaininy 
between three Hands, and your Partner having 
an equal Wager to' hold a better Card in tha 
Suit than the laſt Player, it therefore follow 
that you have an equal Chance to make three 
Tricks in that Suit, which probably could ng 
have been done'but by this Method of Play, 
VIII, RN 

Suppoſe you have five Trumps, and fi | 
ſmall Cards of any Suit, and you are to lead; p 
the beſt Play is to lead from the Suit of which F 
you have ſix, becauſe, as you are deficient in i: 
two Suits, your Adverfaries will probably y 
trump out, which is playing your own Game v 
for you; whereas had you, begun with playing R 
Trumps, they would force you, and conſc-iſt o 
quently deſtroy your Game. 


O 
R 
„ „ Þ. XIV;. ſt 
1 


Some Purchaſers of the TREATISE in Mami. 
ſcript, diſpaſed of ſeme Time ſince, having di- 
fired a e Explanation concerning the play- K 
ing of Sequences, they are explained in the fil. th 
Ewing Manner. $1 BEES 


0 -z , } ev $3 


1. bie 

IN Trumps you are to play the higheſt cf 
1 your Sequences, unleſs you ſhould have 
Ace, King, and Queen; in that Caſe play ti 

loweſt, in order to let your Partner into tte T 

State of your Game. 


II. In 


1. Þ 
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II. . 

In Suits which are not Trumps, if you have 
a Sequence of King, Queen, and Kaave, and 
two ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin 
with the Knave, becauſe by getting the Ace 
out of any Hand, you make Room 'for the 
whole Suit. * | 


And in caſe you are ſtrong in Trumps, ſup- 
poſing you ſhould have a Sequence of Queen, 
Knave, Ten, and two {mall Cards of any Suit 
in that Caſe, you ought to play the higheſt of 
your Sequence, becauſe, if either of the Ad- 
verſaries ſhould trump that Suit in the ſecond 
Round, by being ſtrong in Trumps, you fetch 
out their Trumps, and conſequently make the 
Remainder of that Suit. 

The like Method may be taken, if you 
ſhould happen to have a Sequence by Knave, 
Ten, Nine, and two ſmall Cards of any Suit. 


If you have a Sequence of a King, Queen, 
Knave, and one ſmall Card of —— whe- 
ther you are ſtrong in Trumps, or otherwiſe, 
play your King; and do the like by any in- 
terior Sequences, if you have only four in 
Number, ” Ws | 


But if you ſhould happen to be weak in 
Trumps, you muſt always begin with the 
loweſt of the Sequence, in caſe you ſhould 

D have 


| 
| 


U 
il 
1 
| 
: 
: 
| 
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Have five in Number ; for, ſuppoſe your Part- 
ner to have the Ace of that Suit, he then makes 
it; and where lies the Difference whether you 
or your Partner win a Trick? For if you had 
the Ace and four ſmall Cards of any Suit, and 
are weak in Trumps, and led from that Suit, 
if you play well, you ought to play the Ace; 
if you are very ſtrong in Trumps, you may 
play your Game as backward as you pleaſe; 
but if you are weak in Trumps, you muſt play 
the revene. -,-.. 11 i; £ oe ring 
85 | Vi. : 
Let ys explain what is meant by being ſtrong 
or weak in I rumps. ' „ Hine 2071 
If you have Ace, King, and three ſmall 
Trumps, 4 eat 3 2 
King, Queen, and three ſmall Trumps. 
Queen, Krave, and three ſmall; Trumps. 
Queen, Ten, and three ſmall Trumps. 
K nave, Ten, and three ſmall Trumps. 
Queen, and four ſmall Trumps. 
Knave, and four ſmall Trumps. 


0 
. 


In any of the aforeſaid Caſes, you may be 
underſtood to be very ſtrong in Trumps, and 
therefore-you may play by the foregoing Rules, 
being morally aſſured of having the Command 
in Trumps. 


If you have two or three ſmall Trumps only, 
we underſtand you to be weak in them. 


VII, What 


2. | 
2 5 4 1 # 
* '$ * 
Ws 
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FL 
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ame? 


force your Partner at any Point of the 
be 4 — three ſmall Trumps. 
King, and three ſmall "Frumps. 
Queen, and three ſmall Trumps. 
Enave, and three ſmall Trumps, 
VIII. 


If, by Accident, either you or the Adver- 
faries have forced yòur Partner (tho' you are 
weak in Trumps) if he has had the Lead, and 


does not chuſe to trump out, force him on as 
8 often as the Lead comes into your Hand, unleſs 


| you have good Suits of your own to play. 
all „ IX. = 
If you ſhould happen to have only two or 
three ſmall Trumps, and that your Right- 


a hand Adverſary leads a Suit of which you 
have none, trump it, which is an Informa- 


tion to your Partner that you are weak in 
Trumps. | 9 15 
; X. 


Suppoſe you have Ace, Knave, and one 
be ſmall- Trump, and that your Partner trumps 
nd to you, ſuppoſe from the King and three ſmall 
les, Trumps, Query, Whether it is the beſt Play 
and W to put on the Ace or:Knave? and ſuppoſe 

your Right-hand Adverſary has three Trumps, 
ny, and that your Left-hand Adverſary has the like 
Number; in this Caſe, by fineſſing of your 
Knave, and playing Rut Ace, if the Queen 


hat 2 "if 
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What Strength in Trumps intitles 2 
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it; but if the Queen is on yout Leſt-hand, 
and you ſhould play the Ace, and then return 
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is on your Right- hand, you win a Trick by 


the Knave, admitting your Left-hand Adver- 
fary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſaries 
has the Ten, and. conſequently you gain no 
Tricks by playing thus. 
If your Partner has led from the Ace of 
Trumps, and ſuppoſe you ſhould have King, 
Knave, and one fmall Trump, by putting on 
your K nave, and returning the King, it an- 
ſwers exactly the like Purpoſe of the former 
Rule. x . 
- In other Suits you may practiſe the like 
Method, mn 
; „„ 

If you are ſtrong in Trumps, and that you 
have King, Queen, and two or three ſmal] 
Cards in any other Suit, you may lead a ſmall 


one, it being 5 to 4 that your Partner has an 


Honour in that Suit ; but if you are weak in 
Trumps, you ought to begin with the King. 
EY: XIIL 
Tf your 8 Adverſary leads a Suit 
of which you have King, Queen, and two or 
three ſmall Cards of the ſame Suit, you being 
ſtrong in Trumps, may paſs it, becauſe it is an 


equal Wager that your Partner has a better 
Card in that Suit than the third Hand; if not, 


by 
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by your Strength of Trumps, you need not fear 
making that Suit. 
XIV. 


If your Right-hand Adverſary leads a Suit 
of which you have King, Queen, and one 
ſmall Card, whether in Trumps or not, put 
on the Queen: Alſo, if you have Queen, 
Knave, and one ſmall Card, put on the Knave; 
and if you have Knave, Ten, and one ſmall 
Card, put on the Ten; by putting up the ſe- 
cond beſt, as aforeſaid, your Partner has an 
Expectation of your having a better Card or 
Cards in the ſame Suit; and, by Recourſe to 
the Calculations annexed to this Treatiſe, he 
may be able to judge what are the Odds for and 
againſt him. ; 

XV. | 


If you ſhould have Ace, King, and two ſmall 
Cards in any Suit, being ſtrong in Trumps; 
if your Right-hand Adverſary leads that Suit, 
you may paſs it, becauſe it is an equal Wager 
that your Partner has a better Card in that 
Suit than the third Hand; if ſo, you gain a 
Trick by it; if otherwiſe, you need not fear 
to make your Ace and King, by your Strength 
in Trumps. 

XVI. 


If you ſhould have the Ace, Nine, Eight, 
and one fmal} Trump, and that your Partner 
leads the Ten; in that Caſe paſs it, becauſe 
unleſs the three Honours lie behind you, you 
are ſure of making two Tricks; do the like, 

D 3 1 if 
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if you ſhould have the King, Nine, Eight, and 
one ſmall Trump; or the Queen, Nine, Eight, 
and one ſmall Trump. 

XVII. 

In order to deceive your Adverſaries, it your 
Right-hand Adverſary leads from a Suit of 
which you have Ace, King, and Queen, or 
Ace, King, and Knave, put on the Ace; be- 
cauſe that encourages the Adverſaries to play 
that Suit again: And though you deceive your 
Partner by this Method of Play, you alſo de- 
ceive your Adverſaries, which is of greater 
Conſequence in this Caſe ; becauſe, if you had 
ou on the loweſt of the Tierce- Major, or the 

nave in the other Suit, your Right-hand Ad- 
verſary had made a Diſcovery that the Strength 


of that Suit was againſt him, and ora | 


would have changed Suits, 

ay -<$1::5.3 +: I XVIII. 

Suppoſe you have Ace; Ten, and one nd 
Card, in any Suit; alſo the Ace, Nine, and 


one ſmall Card of any Suit, Query, Which of 


theſe Suits ought you to lead from? Auſiler, 
From the Suit cf which you have the Ace, Nine, 


and one ſmall Card; for this Reaſon, it being 


an equal Wager chat our Partner hasta better 
Card in that Suit than the laſt Player; if not, 
let us then ſuppoſe that your Right-hand Ad- 
verſary leads from the King, or Queen, of the 
Suit of which you have the Ace, Ten, and one 
ſmall Card ; in that Caſe it is an equal Wager 
that your Partner has a better Card in that Suit 
" 1 tnan 
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than the third Hand; if that happens to be the 


Caſe, upon the Nan of the Suit, you lie Te- 


nace, and conſequently ſtand a fair Chance for 


three Tricks in that Suit. 


| XIX, 
A Cask to demonſtrate tha Tenace, 


Let us ſuppoſe 4 and B to play at Two- 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six, and Four of 
Clubs, which, in Caſe B War leads, are ſix 
ſure Tricks. Let us ſuppoſe he has the ſame 
Hand in Spades, which, in Caſe B always 
teads, are ſix more ſure Tricks, We ſuppoſe 
B has the Remainder of theſe two Suits. 
Let us ſuppoſe B to have the ſame Hand in 


Hearts and Diamonds, as A has in Spades and 


Clubs, and that A has the Remainder of the 
Hearts and Diamonds, which, in Cafe A al- 
* s leads, are twelve ſure Tricks alſo to B. 
he foregoing Caſe ſhews that both Hands 
are exactly equal; and therefore let one- of 
them name his Trumps, and lead, he wins 
thirteen Tricks only. | 

But if one names the Trumps, and the other 
Jeads, he that names the SINE ought to win 
fourteen Tricks. 

Thoſe who would attain to the playing of 
WIS to Perfection, muſt not be content only 
with being a Maſter of the Calculations con- 
tained in this Treatiſe, and alſo an exact Judge 
of all the general and particular Caſes in the 

4 ſame z 


56 A ſbort TREAT ISE on 


ſame; but be a very punctual Obſerver of ſuch 


Cards as are thrown away, both by his Part- 
ner and Adverſaries, and at what Time: Who- 
ever attends cloſely to theſe Particulars, are the 
moſt likely to attain their End. 


CHAP. XV. 
Additional CAs Es. 
I 


WI E N it appears to you that the Adver- 
5 ſaries have three or four Trumps re- 

maining, and that neither you nor your Part- 
ner have any, never attempt to forte one Hand 
to trump, and to let the ot her throw away a 
loſing Card, but rather endeavour to find out 
a Suit in your Partner's Hand, in caſe you 


have no Suit in your own, by which Means 


you prevent them from making their Trumps 
ſeparate, 
II. 


Suppoſe A and B are Partners againſt C and 
D, and ſuppoſe nine Cards are played out ; and 
alſo ſuppoſe eight I'rumps are played out; and 
further ſuppoſe A4 to have one Trump only, 
and ſuppoſe his Partner B to have the Ace and 
Queen of Trumps, and ſuppoſe the Adverſaries 
C and D to have the King and Knave of Trumps 
between them. A leads his ſmall Trump, C 
plays the K nave of Trumps, Query, Whether 
B is to play his Ace or Queen of Trumps upon 
the Knave, becauſe D having four Cards — m 

| and 
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Hand remaining, and C has only three; conſe- 
quently, it is four to three in B's Favour, that 
the King is in D's Hand: If we reduce the 
Number of four Cards in a Hand to three, the 
Odds then is 3 to 2; and if we reduce the: 
Number of three Cards in a Hand to two, the 
Odds then is 2 to 1 in Favour of B's winning 
of a Trick, by putting on his Ace of Trumps. 
By the like Rule you may play all the other 
Suits, | | g | 

| IIT. 

Let us ſuppoſe you have the thirteenth 
Trump, and alfo the thirteenth Card of any Suit 
in your Hand, and one loſing Card; and let us 
ſuppoſe you have only three Cards remaining, 
Query, Which of theſe Cards are you to play? 
Anſwer, You are to play the loſing Card, be- 
cauſe if you play the thirteenth Card firſt, the 
Adverſaries knowing you to have one Trump 
remaining, will not paſs your loſing Card, and 
therefore you play 2 to 1 againſt yourſelf, 


Let us ſuppoſe that you have the Ace, King, 
and three ſmall Cards in any Suit, which has 
never been played; and let us ſuppoſe that it 


appears to you that your Partner has the laſt 


Trump remaining, Query, How are you to 
play theſe Cards — —— 3 ? 
Anſwer, You are to lead a ſmall Card in that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 
laſt Player; if ſo, and that there are only three 
Ds Cards 
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Cards in that Suit in any one Hand, it follows 
that you win five Tricks in that Suit; where- 
as, if you play the Ace and King in that Suit, 
it is 2 to i that your Partner does not hold the 
Queen, and conſequently, by playing the Ace 
and King, it is 2 to 1 that you win only two 
Tricks in that Suit. This Method may be 
taken in caſe all the Trumps are played out, 
provided you have good Cards in other Suits to 
bring in this Suit; and you may obſerve, that 
you reduce the Odds of 2 to 1 againſt you to an 
equal Chance, by this Method of Play, and 
probably gain three —_ by it. 


If you chuſe to have 'Frumps played by the 
Adverſaries, and that your Partner has led a 
Suit to you, of which you have the Ace, Knave, 
'Ten, Nine, and Eight, or the King, Knave, 
Ten, Nine, and Eight, you are to play the 
Eight of either Suit, which probably leads 
the Adverfary, if he wins that Card, to play 
Trumps. | 1 „„ 
VI. 


Suppoſe you ſhould have a Quart-Major in 
any Suit, with one or two more of the ſame 
Suit, and that it is neceſſary to let your Partner 
know that you have the Command of that Suit; 
in that Caſe, throw away the Ace of that Suit, 
upon any Suit of which you have none in your 
Hand, toclear up his Doubts, becauſe the Odds 
is in your Favour that neither of the Adverſa- 
ries have more than three in that Suit: The 


: Ike 
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like Method may be taken if you have a Quart 
to a King; the Ace being played out, you 


; may throw away the King; alſo, if you ſhould 
: have a Quart to a Queen (the Ace and King 
F being played out) you may throw away your 
; Queen : All which lets your Partner into the 
6 State of your Game; and you may play by the 
, like Rule in all inferior Sequences, having thz 
heſt of them in your Hand, 

| 

n VII. En 8 
d There is ſcarcely any thing more commonly 


practiſed amongſt moderate Players, in caſe 
the King is turned up on their Left-hand, 
le and that they have the Queen and one ſmall 


a Trump only, to play out their Queen, in Hopes 
ey their Partner may win the King if it is put on 
e, not canſidering that it is about 2 to 1 that their 
1e Partner has not the Ace; and admitting he has 
Js the Ace, they do not conſider that they play 
7 two Honours againſt. one, and conſequently 


weaken their Game, the Neceflity only of play- 
ing Trumps ſhould oblige them to play thus. 


in 

5 | VIII. 

er A CasE which frequent.'y happens. 

<3 A and B are Partners againſt C and D, and all 
tl the Trumps are played out except one, which 
. Cor D has; A has three or four winning 
is Cards in his Hand of a Suit already played, 
< with an Ace and one ſmall Card of another' 
"WY Suit; Query, Whether it is 4's beſt Play to 
of | D 6 tro 
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throw away one of his winning Cards, or the 
imall Card to his Ace-Suit? Anſwer, It is his 
beſt Play to throw away one of his winning 
Cards, becauſe, if his Right-hand Adverſary 
plays to his Ace-Suit, he has it in his Power to 
paſs it, and conſequently his Partner B has an 
equal Chance to have a better Card in that Suit 
than the third Hand; if ſo, and he has any 
forcing Card, or one of his Partner's Suit to play 
to, in order to force out the laſt 'I'rump, his 
Ace remaining in his Hand, brings in his win- 
ning Cards; whereas, if A had thrown away the 
tmall Card to his Ace-Suit, and that his Right- 
hand Adverſary had led that Suit, he had been 
obliged to put on his Ace, and conſequently 
had loſt ſome Tricks by this Method of Play. 


IX. 


Suppoſe ten Cards have been played out, and 
| ſuppoſe it appears very probable that your Left- 
hand Adverſary has three Trumps remaining, 
Viz. the beſt and two ſmall ones; and ſuppoſe 
you have two Trumps only, and that your 
Partner has no Trump; and ſuppoſe your 
Right-hand Adverſary plays a thirteenth or 
tome other winning Card; in that Caſe pals it, 
by which Means you gain a Trick, becaule the 
Left-hand Adverſary muſt trump it. 


X. 


In order to let your Partner into the State 
of your Game, let us ſuppoſe you to have a 
Quart-Major in Trumps (or any other four beſt 


Trumps) 


L 
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Trumps) if you are obliged to trump a Card, 
win it with the Ace of Trumps, and then play 
the Knave, or win it with the higheſt of any 


other four beſt Trumps, and then play the 


loweſt, which clears up your Game to your 
Partner; and by ſuch a Diſcovery, it may be 
the Means of winning many Tricks: You may 
practiſe the like Rule Dy. other Suits, 

If your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, or 
not; becauſe, as he calls before he is obliged 
todo ſo, it is a Declaration of his being ſtrong 
in Trumps. | | 

XII. 


Suppoſe your Right-hand Adverſary turns up 
the Queen of Clubs, and ſuppoſe, when he has 
the Lead, he plays the Knave of Clubs; and 
ſuppoſe you have the Ace, Ten, and one Club 
more, or the King, Ten, and one ſmall Card ; 
Query, When he leads his K nave, whether you 
are to win it or not? Anſwer, You are not ta 
win it, becauſe it is an equal Wager, when he 
leads his Knave of Clubs, you not having the 
King, that your Partner has it; alſo, it is an 
equal Wager, when he leads his Knave of 
Clubs, you not having the Ace, that your 
Partner has it, and confequently you gain a 
Trick by paſſing it; which cannot be done, 
if you either put on your King or Ace of 


Clubs. 
XIII, 4 
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XIII. 
A Cast for a Slam. | 


Let us ſuppoſe 4 and B Partners againſt C 
and D; and let us ſuppoſe C to deal; and let 
us ſuppoſe A to have the King, Knave, Nine, 
and Seven of Clubs, they being Trumps ; a 
Quart-Major in Diamonds, a Tierce-Major 
in Hearts, and the Ace and King of Spades. 
Let us ſuppoſe B to have nine Diamonds, 
two Spades, and two Hearts. 

Alſo, Let us ſuppoſe D to have the Ace, 
Queen, Ten, and Eight of Trumps, with nine 
Spades. | | | 

And let C have five Trumps and Eight Hearts. 

A is to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner C 
is to trump; C is to lead a Trump, which his 
Partner Dis to win; when Dis to lead a Spade, 
which C'is to trump; and C is to play a Trump, 
which D is to win; and D having the beſt 
Trump is to play it; which done, D having ſe- 
ven Spades in his Hand wins them, and con- 
fequently ſlams 4 and B. 


CHAP; XVI. 
Additional CAs Es at WuisT, never publiſhed 
= till 1748. 
5 | . | 
IF your Partner leads the King of a Suit, 
and that you have none of that Suit, pals 


it, by throwing away a loſing Card (unleſs 
7 X your 
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your Right- hand Adverſary has put on the Ace) 
becauſe, by ſo doing, you make Room for his 
Suit. | 
Lanes | © 83 | 

Suppoſe your Partner leads the Queen of a 
Suit, and your Right-hand Adverſary wins if 
with the Ace, and returns that Suit; in caſe 
you have none of it, do not trump it, but throw 
away a loſing Card, which makes Room for 
your Partner's Suit. An Exception to this 
Manner of Play is, if you play for an odd 
Trick, and that you are very weak in Trumps, 
you may trump it. | 


III. 


Suppoſe you have the Ace, King, and one 
ſmal! Card of a Suit, and that your Left-hand 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have four ſmall Trumps, and no Suit 
of Conſequence to lead from; and ſuppoſe 


your Right-hand Adverſary ſhould put up the 


Nine, or any lower Card; in this Caſe, win 
it with the Ace, and return the Lead upon the 
Adverſary, by playing the ſmall Card of that 
Suit; who will have Reaſon to judge that the. 
King lies behind him, and conſequently will 
not put up his Queen if he has it; and there- 
tore you have a fair Probability of winning a 


Trick by this Method of Play, at the ſame | 
Time letting your Partner into the State of 


your Game, 


IV. I 
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: IV. Lapel 


If your Partner forces you to trump a Card 


early in the Deal, you are to ſuppoſe him ſtrong 


in Trumps, except at the Points of 4 or q; and 


therefore, if you are ſtrong in Trumps, you 
may play them. ay 


_ Suppoſe you call at 
Partner has no Honour; and ſuppofe you 
ſhould have the King, Queen, and Ten; the 
King, K nave, and Ten; or the Queen, Knave, 
and Ten of Trumps; when Trumps are played 
always put on the Fen, which demonſtrates to 
your Partner that you have two Honours re- 
maining, and ſo he plays his Game accordingly, 


Suppoſe your Right-hand Adverſary calls at 
the Point of 8, and his Partner has no Honour; 
and ſuppoſe you ſhould have the King, Nine, 
and one ſmall] Trump, or the Queen, Nine, 
and two ſmall Frumps; when Trumps are 
played by your Partner put on the Nine, be- 


_ cauſe it is about 2 to 1 that the Ten is not be- 


hind you, and fo you play your Nine to an 
Advantage, f 


ä If you ſhould happen to lead a Suit of which 
you have the Ace, King, and two or three 


more, when you play the Ace, if your Partner 


plays the Ten or K nave; and ſuppoſe you 


/ ſhould have one ſingle Card in your Hand in 


any other Suit, and two or three ſmall Trumps 
MM” only ; 


8 


the Point of 8, and your 
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only; in this Caſe lead the ſingle Card, in or- 


der to eſtabliſh a Saw, and this Conſequence 
attends ſuch Play, viz, upon leading that Suit 


lit gives your Partner an equal Chance of hay- 


ing a better Card in it than the laſt Player ; 


| whereas had he led that Suit to you, which is 


probable h been his tagng Suit, the Adver- 
ſary would have inade the Diſcovery of your 
attempting to eſtabliſh a Saw, they would 
trump out, and ſo prevent your making your 
ſmall Trumps: By this Method of Play, your 
Partner will eaſily judge the Reaſon for your 
changing of Suits, and ſo play his Game ac- 


cordingly. 
VIII. 


Suppoſe you have the Ace and Deuce of 
Trumps, and ſtrong in the three other Suits; 
if you are to lead, play your Ace, and next your 
Deuce of Trumps, in order to put the Lead in- 
to your Partner's Hand, to take out 2 Trumps 
for 1; and ſuppoſe the laſt Player wins that 
Trick, and that he leads a Suit of which you 
have the Ace, King, and 2 or 3 more, pals it, 
becauſe it is an equal Wager that your Partner 
has a better Card in that Suit than the third 
Hand; if ſo, he will then have an Opportunity 
of taking out two I'rumps to one; when the 
Lead comes into your Hand, you are to endea- 
vour to force out one of the two I rumps remain- 
ing, upon Suppoſition 11 Trumps are played, 
out, and the Odds is {till in your Favour that 
your Partner has I of the 2 ['rumps remaining. 


IX. Sup- 


* . 


# 
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Suppoſe 10 Cards are played out, and that 
you have the King, Ten, and one ſmall Card 
of any Suit, which has never been led; and 
ſuppofe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and that 
there is neither © T'zþmp or thirtecnth Card in 
any Hand in this Caſe, unleſs your Right- hand 
Adverſary puts on ſo high a Card as obliges 
you to play your King, do not put it on, be- 
cauſe upon the Return of that Suit, you make 
your King, and confequently the odd Trick, 
Which makes 2 Difference: If there happens to 
be only ꝙ Cards played out in the like Circum- 
ſtance, you are to play by the like Rule. This 
Method is always to be taken, unleſs the gain- 
ing of 2 Tricks gives you a Chance either to 
lave your Lurch, or to win or ſave the Game. 


- - Suppofe- A and B Partners againſt C and D, 
and let us ſuppoſe B has the two laſt Trumps, 
alſo the Queen, Knave, and Nine of another 
Suit; and let us ſuppoſe A has neither the Ace, 
King, or Ten of that Suit, and is to lead 
that Suit: Query, What Card is B to play to 
give him the faireſt Probability of winning a 
Trick in that Suit? Anſwer, B is to play the 
Nine of that Suit, becauſe it is only five to four 
againſt him that his Left-hand Adverſary holds 


the Ten; and if he plays either the Queen or 
K nave, it is about three to one the Ace or 
King is in his Left-hand Adverſary's * 
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and conſequently he reduces the Odds of three 
to one againſt him, to five to four only. 


Let us vary the foregoing Caſe, and put the 
King, Knave, and Nine of a Suit into B's 
Hand, e that A has neither 
Ace, Queefi, or Ten, when A leads that Suit, 
it is exactly equal whether B plays his King, 
Knave, or Nine. oe 1 * 


Suppoſe you have Ace, King, and three or 
four {mall Cards of a Suit not played, and that 
it appears to you that your Partner has the laſt 
Trump; in this Caſe, if you are to lead, play 
a ſmall Card in that Suit, it being an equal 
Wager that your Partner has a better Card in 
that Suit than the laſt Player; if ſo, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks in that Suit; but if you ſhould play out 
Ace and King of. that Suit, it is 2 to x that 
your Partner has not the Queen, and conſe- 
quently it is 2 to 1 that you make only two 
Tricks in that Suit; by which Method of Play 
you-rifk the loſing of 3 or 4 Tricks in that Deal 
0 gain ohe any ESI 

1 0 904 oil bb.» ©: 

Suppoſe your Partner leads a Suit of which 
he has the Ace, Queen, K nave, and many more, 
and leads his Ace, and then plays bis Queen; 
in caſe you have the King, and two ſmall Cards 
in that Suit, win his Queen with the King; 
and ſuppoſe you are ſtrong in Trumps, by 

clearing 
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clearing the Board of Trumps, and having x 
ſmall Card of your Partner's great Suit, you do 
not obſtruct his Suit, and conſequently win 
many Tricks by this Method of Play. 


CHAP. XVII. 


New CaskEs at Ws r, never publiſhed zl 


Caſe I. How to play for an odd Trick. 


CU PPOSE you are elder Hand, and that Iſh all 
you have the Ace, King, and three ſmall MW qu 
Trumps, with four ſmall Cards of another Suit, IM 20 
three ſmall Cards of the third Suit, and one P! 
ſmall Card of the fourth Suit: Query, How are 
you to play?  Anfwer, You are to lead the 
ſingle Card, which, if it is won by the laſt 
Player, it puts him- upon playing Trumps, or Ti 
to play to your weak Suits; in ke (2 Caſe your WW m 
Partner and you gain the Tenace. 


The like Caſe for an odd Trick, and that yur 
Partner is to lead. Ki 


Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and proceeds to p 
play the King of the ſame Suit, and that your W, © 
Right-hand Adverfary trumps it with the * 
Queen, Knave, or Ten, do not overtrump him, ill ©! 
but throw away a ſmall Card of your weakett i 
Suit; the Conſequence of which is obvious, be- " 
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eauſe it leaves your Partner the laſt Player, and 
ſo gives him the Tenace in your weak Suits. 


The lite Caſe, upon Suppoſition you want four or 
five Points, and that you are elder Hand, 

In that Caſe play a ſmall Trump, and if 
your Partner has a better Trump than the laſt 
Player, and returns the Lead, put on your 
King of Trumps, and then proceed to play the 
Suit of which you have four in Number, 


Theſe Examples being duly attended to, on 


all Parts of the Game, muſt be of great Conſe- 
quence'to the Player; .becauſe, when he has no 
good Suit to play, his Partner being the laſt 
Player gains the Tamer in his weak Quits. 


x _ Caſe II. 

A and B are Partners, againſt C'and D, 12 
Trumps are played out, and 7 Cards only re- 
main in each Hand, of which A has the laſt 
Trump, and alſo the Ace, King, and 4 ſmall 
Cards of a Suit. | | 

Quere, Whether A ſhould play the Ace, and 
King of that Suit, or a ſmall one? 

Anſwer, A ought to play a ſmall Card of 
that Suit, becauſe it is an equal Wager that his 
Partner has a better Card in that Suit than the 
laſt Player; and in this Caſe, if 4 Cards of that 
Suit ſhould happen to be in either of the Ad- 
verſaries Hands, by this Method of Play, he will 
de able to make five Trich in that Suit; which 
if he played off his Ace and King, he had made 

h only 


_ — —ũ—— — — — 2 Oe no 
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only 2 Tricks in that Suit. If neither of the 


Adverſaries have more than 3 Cards in that Suit, 
he has an equal Wager to win 6 Tricks, in It, 


-\. .» Caſe III. 


Bana A and 5 b. Partners againſt © and 
D, and that eight Trumps are played out, and 
that A has four of thoſe Trumys. remaining, 0 
having the beſt Trump, and to lead,” 

Quere, Whether Cought to play his Trump 
or not! ? 

Anſibor, C'ought not to play his Trump to 
oy out 1 cf # SIT rumps, becauſe, as he leaves 
3 FTrumps in 4's Hands, in Caſe Ass Partner 

as any great Suit to make, by C's keeping the 
Trump in his Hands, he can prevent him from 
making that Suit by trumping it. 


IV. A Cafe of Curiofty, fit publiſhed 1763. 
1 Suppoſe 3 Hands; of Cards containing 
Cards in each Hand, let 4 name the Trumps, 
and let B chuſe which Hand he pleaſes, A hau- 
ing his Choice of either of the other 2 Hands 
wins 24; I'ratkss;! 1; | 
Clubs are to he Tram ps. 3, 

Firſt Hand, Ace, King, and 6 of Hearts, 
Second Hand, Queen and lo of Hearts, and 
10 of Frumps.“ 

Third Hand, 9 of tt, * 2 4001 3 of 
Trumps. 498 

Ihe firſt Hand wins of the Kom 

The {-cond wins of the third. 
35 A0. the third wins of the firſt. 

CH AP. 


Net 
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CHAP. XVIII. 


New Laws a WEIS᷑r, as played at White's, 
at Saunders's Chocalate- Houſes | &c. 17 bo. 
113 any Body plays out of his Tora, it isin the 

Option of either of his Adverſaries to call 
the Card play'd, at any Time in that Deal, 
provided it does not make him revoke; or if 
either of the adverſe Parties are to lead, he may 
deſire his Partner to name the Suit he chuſes to 
have him lead, and when a Suit is then named, 
his Partner muſt play it if he has it. 


„II. | 
No Reket to be claimed till the Trick i is 


turned and quitted, or- the Party who revoked, 
or his Partner, have prayed LENS [ 


III. 


If a Revoke happens to be made, the adverſe 
party may add 3 to his Score, and take 3 Tricks 
from the Adverſaries, or take down 3 from 
their Score; and the adverſe Party, provided 
they are up, notwithſtanding the Penalty, muſt 
remain at nine ; the Revoke takes place of any 
other Score of the Game. | | 


A ö 

If any Perſon calls at any Point of the 
Game, except 8, either of the adverſe Parties 
may call a new Deal; and they are at Liberty 
4 to 
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to conſult zach other, whether they will have 
a new Deal. 3 .2y 


V, | 

After the Trump Card is turned up, no 
body ought to remind his Partner to call, on 
Penalty of loſing a Point. L 

1 VI. | 

If the Trump Card is turned up, no Ho- 
nours in the preceding Deal can be ſet up, 
unleſs they were before claimed. q 
| 798.24 07-91% 90. 
If any Perſon ſeparates a Card from the reſt, 
the adverſe Party may call it, provided he 
names it, and proves the Separation; but in 
caſe he calls a wrong Card, the adverſe Parties P 
may call the higheſt or loweſt of any Suit, out MW © 
of his or his Partner's Hands, the firſt Time W 2! 

either of them are to play. 4 


- oo. R89wo Ges £A ac 


If any Perſon revokes, and before the Cares WF 


are turned diſcovers it, the adverſe Party may MW | 
call the higheſt or loweſt Card of the Suit led, 17 
or have their Option to call the Card then 
played, at any Time, when it does not cauſe 
a Revoke. 3 | 

8 IX. po 


If a Card is turned up in dealing, it is in the far 
Option of the adverſe Party to call a new Deal; Cz 
but if either of them have been the Cauſe of pe 
turning up ſuch Card, in that Caſe the Dealer vo 
has his Option, | 1 


ties 


out. 


ime 


ards 
may 
led, 
then 
aule 


n the 
Jeal; 
ſe of 
ealet 


X. If 


"ps a 
If the 8 or any other Card of 2a Sun ie 
led, and it ſhould ſo happen that the laſt Plays. 
er plays out of his Turn, whether his Partner 
has any of the Suit led or not, provided ynu do 
not make him revoke, He is neither entitled to 
UE it, nor to win the Frick. wo 8 
XI. re: is 34 
If a Card is faced in the Deal, aer malt 
deal again, unleſs it is the laſt Card. 
XII. Iii n. en 
Every Perſon : ought to ſee that he has 


Cards dealt; therefore, if any one wobl be * 
pen to have only. 12, and does not find it Rely 


till 1 75 Take are rat x and, phat the reſt . 


of the Players have their right N. ber, the 
Deal * good ; and alſo. the Perſon who, 
plays with 12 Cards, is to be puniſhed for? each 
Revoke, in cafe he has made any; but if any 
of the reſt of the Players {hi Sh ha ive 
[4 Cards, in that Caſe the D ab is lo 3 
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1 H any Peron throws his e ili ths 
Table, with their Faces upbwards, upon Sup- 
poſitions thar he has Joſt ehe Game, the Adver- 
faries have it in; their Power to eall any of the 
Cards ofice;/or oftener, When the Aa pro- 
per, provided they dont make the Party re- 
oke, andehe is not to take ap 1 "gan: 


E | XIV. 7 
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8 XIV. 
A and B are Partners againſt C and D; 4 


leads a Club, his Partner B plays before the 


Adverſary C; in this Caſe, D has a Right to 
play before his Partner C, becauſe B played 
gut uf His Turn. 

If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 


Table: But ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable 


to have all his Cards called. 
8 1 

If any Perſon calls at the Point of 8, and 
his Partner anſwers, and both the oppoſite Par- 
ties have thrown down their Cards, and it ap- 
pears that the other Side had not two by Ho- 
nours; in this Caſe they may conſult with 
one another about it, and are at Liberty to 


ſtand the Deal or not. 


1 i > 
And if any Body anſwers when he has not 
an Honour, the adverſe Party may conſult one 
another about it, and are at Liberty to ſtand 
the Deal or not. 
The Dealer ought to leave in View upon the 
Table his Trump Card, till it is his Turn to 
play; and after he has mixed it with his other 
Cards, no Body is entitled to demand what 
Card is turned up, but may aſk what is Trumps: 
This Conſequence attends ſuch a Law, that the 
8 5 1 Dealer 


* © — — © ry * 
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Dealer cannot name a wrong Card, 2 


l ein he might have done. 
11 1:7 NIX: 
1 No Revoke can be claimed after the Cards 
are cut for a new Deal. 
LN 7 
c If any Body ans a Revoke, the adverſe 
e Party are not to mix thein Cards afterwards, 
$ upon F orfeiture of the Revoke. ha 
e | XXI. 


4 20d B are Partners paint C and D; 4 
plays the Ten of a Suit, the Adverſary C plays 
the Knaye of the ſame. Suit, g plays a ſmall 
Þ Card of the ſame Suit; but before D plays, his 
8 Partner C plays a thirteenth, or ſome other 
„Card; the Penalty ſhall be in the Option of J, 
or B, to why. D to win the TICK if he can. 


| ik any Body calls at 8, lter be bw Sat, 


ot i ſhall be in the Option of the Adverſaries ts 
ne call a new Deal. 


nd 46 XXIII. 


1 * B are ae againſt C and D; 3 | 
leads a Club, C plays 3 Ace of Clubs, B 

he plays a Club, and „Partner to C, takes up 
to che Trick without playing any Card; A, and 
cr dhe reſt of the Players, play on, till it appears 
at D has one Card more than the reſt; Penalty 
ps: i to de in the Option of the Adverſaries to call a 
he WW new Deal. 


„ XXIV. 4 
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XXIV. 

A deals, and inſtead of turning up the 
Trump, he puts the Trump Card upon the reſt 
of his Cards, witk the Faverdowvwards pl& | is 
to Joſe his Deal. E214 05 

T heſe Laws are agrevitto by the bet ] udges 


CHAP. XIX. 


4 DICTIONA RY for © W HI ST, 
which reſolves almaſi all the critical Caſes that 


vn happen at that GAME 3 A nes oe 
Lu and kun. IP 


"ON to pla ba Thibige 6 the to of ate 
: _— 1 Ptruſe the Trentiſe of 

Wwpiſt, Chap. I. Cafe 11, and all the femain- 
ing Cafes | in that Chapter; ; alſo Chap. II. 


2. How to play Sequences when 1 
„ Younee! to e with the higheſt: 


3. How to og Sequences when they are 


/ If -you in Namber, u are te 
Mes len; * 3. or rde 


* hi oye Aber Ibid of uences 
4 Wipe Sts > wii $ Siqu 


Anſ. Becauſe they are the ſaleſt Lead, and 
Vin the Tenace in other Suits. 


s, When 


UF 
t 
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5. When ought, you to make Tricks early ? 
Anſ. When yau ae weak in "Trumps. | 


6. han ought you not to make Tricks 
earl 
1s. ef. When you are ſtrong i in Trumps. 


7. When do you play from an Ace-Suit ? 
Anſ. You do ſo when you have 3 in Num- 
ber only in any Suit. (Trumps excepted ) 


8. When. don' t you play from an Ace-Suit | ? 

Anf. You ought not to lead from an Ace- 
Suit, Baving 4 or more in Number in any other 
Suit; becauſe the Ace is an Aſſiſtant to your 
great Suit, and when, emi are-played qut 
enables you, to make. that Sui o 


9. When any Card of Pease is turned 
a. on 2 Right or Left- hand, How ys you 
play in Jae Caſe ? See Chap. K ds. Caſe 1. 


10. Why are you MERGE to play your 
by your own and Adverſarjes Sorts 3 


4%. Chap, 1. Cale 6. . See References 6 
Ris Caſe. 


11. How to fimanr:wehen your "RIEL" 
no more of the Suit 298255 dee . W. 
Gn TE 2, TP” 


'E 3 12. Reaſons 
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12. Reaſons for putting on at Second-hand 


the King, Queen, Knave, Ten, and when 
not? r „ I, 2, 3. 


1 3. Why * 9 15 to play the Queen, . 
er Len of any Suit, when that Suit is played 


a ſecond Time, in three in Number * ? 
Chap. XIII. Caſe 4. 


| 14. When ought. you to over-trump IV. 


Adverſary, and when not ? 
Anſ. When you are weak in Trumps you 
ought to over-trump him ; but if ſtrong in 


Trumps, you ought to throw away a . 
Card. | 


15. Reaſons ſor not parting with the Com- 
mand of your 3 8 * Suit. | * 
XIII. Caſe 1. KS EC 1 0 
16. If your Adeeary 6 on your Ripht-band 
leads a Suit of which you have the Ace, King, 
and Queen, why are you to put on the Ace, 
| preferable to the Queen ? 
Anſ. Becauſe it deceives this Adverſary, 
which, in this Caſe, is of more — 
to you than to deceive your Paitnerr. 


17. To declare your ftrong Suit, when pro- 
per to be done, and when not? :; 

- Anſ. When. you have only one ſtrong Suit, 
and you trump out to make that Suit, in that 
Cale 6 you ought to doclary it; but if are 

ſtrong 


e 9 tw 
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ſtrong in all Suits, there is no Neceſſity of de- 
claring your ſtrongeſt Suit. as 


18. The Ace turned up on your Right-hand, 
and that you have the Ten and Nine only of 
Trumps, why do you play the Ten? Chap. 
XI. Cafe Ix. ' © - | 


10. Why do you ner from a King-Suit 
preferable to a gougly fon having the like 
umber of each? a 
Anſ. Becauſe it is 2 to 1 that the Ace does 

not Tie in your Left-hand Adverſary's Hands, 

and it is '5 to 4, if you lead from a n 

that the Ace or lies in his Hands, and 

that you loſe your or er, and. ſo play to a 

Diſadyantage. | 


20, Why do you ke gm a | Queen-Sui 
preferable to a Khave-Suit ? | 
e bs + ON, 


wy 


21. When you have the four beſt Cards of 


any Suit, why do you throw away the beſt ? 


Anſ.. To let your Partner into the State of 


your Game. 


22. Your Packs? 8 Are Suit hl are you 
d. 32: Your Partner's frong a " 


Chap. VI. has ſix Examples to demonſtrate 


it, 


bz 23: 5 


8a Ahr TR KA TIS B wn. 


2 The Queen turned up on Right. 
band, you have the Age, Ten, and — 5 
or the King, Ten, and one Trump, if the 
Wire eee e eau Query, 
how are oui to play?! 
An. Lou ae to paſs it, by which you have 
an equal Wager of gaining a Trick, and can- 
not loſe by ſo doing. 


24, Four Cards ars played ont, and It rumps 
are gone round twice, your: Partner not a 


eee higher Trump than the 8, 


* three Trumps; when he plays his 
third Trump, the next Hand puts on the 
Nnave, there being the King anly in the Ad- 
verlary's Hande, you. having the Ace and 
Queen of Trumps ; BETTE 
Ruery, Whether are you to play the Ace or 
geg.. 15 E 


An. You are to play the Acp, beoauſe it is q 
to 8 that the laſt Player has the King; and if 
you reduce the Cards to 2 in Number, it then 
2.19.1 in vr Havour, - ty; playing the. Are, 
that the. Ving falls: The dike Method: may be 
taken in other. Suite, vnan the like Occaſions, 


EXAMPLE. 


Eet us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz. the 
Queen and Fen; and let us ſuppoſe the Knave 
and Nine of the ſame Suit are in your Adver- 
ſary's Hands, when your Partner leads that Suit, 

El ty - your 
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your Right-hand Adverſary plays the Nine, and 
has one Card only remaining ; : 

Duery, Whether you ought to play your 
Queen or Ten? 1 OT Taba 

Anſ. You ought to play your Queen, becauſe 
it is 2 to 1 that your Left-hand Adverſary has 
the Knave, And in all Caſes of the like Na- 
ture you ought to play by this Rule, 


I would know what is the Odds that the 
Dealer at Whift holds four 'Frumps, or more ? 
Anſ. That he holds-four Trumps or more is 
232 to 165, or about a Guinea to 145. 114. 
and almoſt a Farthing. | 


CHAR XX. 


An Explanation, for the Uſe of Beginners, of 
me of the TRAAAS ef TECHNICAL Won bs 
made Uſe of in this Treatiſe. | 


FINESSING, 


M EANS theendeavouring to gain an Ad- 
vantage by Art and Skill, which con- 
fiſts in this; when a Card is led, and you have 
the beſt and third beſt Card of that Suit, you 
judge it beſt to put your third beſt Card upon 
that Lead, and run the Riſk of your Adverſary's 
having the ſecond beſt of it; that if he has it 
not, which is 2 to 1 againſt him, you are then 
lure of gaining a Frick, es. 


E 5 FOR C- 
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Means the obliging your Partner or your Ad- 
verſa to trump a Suit of which he has none. 
The -ales mentioned in this Treatiſe will ſhew 
when it is proper to force either of them. 


LONG TRUMP, 


Means the having one or more Trumps in 
your Hand, when all the reſt out. 


7 ADE . 
Means a Card in a Hand that is of no Value. 
and conſequently the propereſt to throw away. 
POIN TS, | 
Ten of them make a Game; as many as arc 
gained by Tricks or Honours, fo many Points 
are ſet up to the Score of the Game. 
+ 11.445 DARE 
In general is a Sequence. of any four Cards 
immediately following one another in the ſame 
Suit. Quari-Major is therefore a Sequence of 
Ace, King, Queen, and Knave, in any Suit. 


In general is a Sequence of any five Cards 
immediately following one another in the ſame 
Suit. Quint-Major is therefore a Sequence of 
Ace, King, Queen, Knave, and 'Ten, in any 


Suit. | 

| REVERSE, 
Playing at any Time the Reverſe, means only 
the playing your Hand in a different — 
. 3 that 


= — CY «a cd 1 as 
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that is to ſay, if you are ſtrong in Trumps you 


play one Way, but if weak in Trumps. you 


play the Reverſe, viz, another. 
e 


Is when each Partner trumps a Suit, and 
they play thoſe Suits to one another to trump. 


SCORE. 


Score of the Game is the Number of Points 


ſet up, ten of which make a Game. 
| TENA CE. 


Having the Tenace in any Suit ſuppoſes the 
having the firſt and third beſt Cards, and 
being the laſt Player, and conſequently you 
catch the Adverſary when that Suit is played: 
As for Inſtance, in caſe you have Ace and 
Queen of any Suit, and that your Adverſary 
leads that Suit, you muſt win thoſe two 
5 ; and ſo of any other Tenace in inferior 

ards. | 


TERCE,. 


In general is a Sequence of any chree Cards 5 


immediately following one another in the ſame 
Suit. Terce- Major is therefore a Sequence of. 
Ace, King, and Queen, in any Suit. 


E 6 CH AP.. 
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SN 6 4 


An AR TIrIcIAL Memory, or an eaſy Method 
of aſſiling the Memory of thoſe that play a 
the Game of WRHHNr. 2 


Together with 
Some Additional C As ES. 


PLAN E of every Suit in your Hand, the 
worſt of it to the Left- hand, and the beſt 
(in Order) to the Right; and the Trumps in 
the like Order, always to the Left of all the 

- ether Suits. " 


If in the Courſe of Play you find you have 
the beſt Casd remaining in any Suit put the 
ſame to the Left of your Trumps, 

R e el „. / | 
And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on the 
Right of your Trumps. 5 | 
| IV. 
And if you have the. third beſt Card of any 


Suit to remember, place a ſmall Card of that 


Suit between the Trumps and that third beſt, 


tv the Right of the Trumps. 

3 g V. [938 
To remember your Partner's firftLead, place 

a ſmal] Card of that Suit led in the Midſt of 

1 5 ö your 


5 
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your Trumps, and if you have but one Trump, 
on the Left of it. ie 544 

When you deal, put the Trump turned up 
to the right of all your Trumps, and part with 
it as late as, you can, that your Partner may 
know you have that Trump-left, and ſo play 
accordingly. 


VII. 
To find whers or in what Suit your Aduerſaries 
revoRes 


{ Suppoſe the two Suits on your Right-hand 
to repreſent your Adverſaries in the Order the 
ſit, as to your Right and Left-hand. | 
When you ſuſpect either of them to have 
made a Revoke in any Suit, clap a ſmall Card 
of that Suit amongſt the Cards repreſenting 
that Adverſary; by which Means you record 
not only that there may have been a Revoke, 
* which of them made it, and in what 
vult, 5 
If the Suit that repreſents the Adverfary that 
made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 
as above, put a ſma Card of the Suit revoked 
in, in the Middle of that exchanged Suit, and 
if you have not a Card of that Suit, reverſe a 
Card of any Suit you have (except Diamonds) 


and place it there. 
| VIII. c 
As you have a Way to remember your Part- 
ner's fuſt Lead, you may alſo record in wth 
uit 
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Suit either of your Adverſaries made their 
firſt Lead, by putting the Suit in which they 
mage that Lead, in the Place which' in your 
Hand repreſents that Adverſary, at either your 
Right or Left-hand ; and if other Suits were 
already placed to reprefent them, then ex- 
change them for the Suits in which each of 
them makes his firſt Lead. N 


The foregoing Method is to be taken when 


you find it more neceſſary to record your Ad- 
verſary's firſt Lead, than to endeavour to find 
out a Revoke.. 8 15 > 


o ar * 6 HG 
The Laws of the Came at W HIST. 


Age > 
IF any Perſon plays out of his Turn, it is in 
the Option of either of his Adverſaries to 
call the Card ſo played, at any Time in that 
Deal, provided it does not make him revoke; 
or if either of the adverſe Party is to lead, he 
may deſire his Partner to name the Suit he 
chuſes to have him lead, and when a Suit is 
then named, the Partner muſt play it if he has 


of 
II. 


No Revoke to be claimed till the Trick is 
turned and quitted, .or the Party who revoked, 
er his Partner, have played again. 


III. If 


OU 
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PP III. 3 

If a Revoke happens to be made, the adverſe 
party may add 3 to his Score, and the revo- 
king Party, provided they are up, notwith- 
ſtanding the Penalty, muſt remain at 9: The 
Revoke takes place of any other Scote of the 
Game. e enn a? Lok 

IV. 


If any perſon calls at any Point of the Game, 
except 8, either of the adverſe Parties may call. 
2 new Deal; and they are at Liberty to conſult 
each other whether they will have a new Deal. 

After the Trump-Card is ſeen, no Body 


ought to remind his Partner to call. 


VI. 


If the Trump-Card is ſeen, no Honours in : 
the preceding Deal can be ſet up, unleſs they 


were before claimed.  _ 
A ; 
If any. Perſon ſeparates a Card from the reſt, 
either of the adverſe Parties may call it, pro- 
vided he names it, and proves the Separation; 
but in Caſe he calls a wrong Card, either of the 
adverſe Parties may once call the higheſt or 
loweſt Card in any Suit led during that Deal. 

| . = 

Each Perſon ought to lay his Card before 
him; after he has done ſo, if either of the ad- 
verſe Parties mix their Cards with his, his Part- 
ner is entitled to demand each Perſon to lay his 
| Card 
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Card before him ; but not to enquyre who 

played any particular Card. 7. 

If any Perſon: revokes, and before the Cards 
are turned diſcovers it, the adverſe Party may 
call either the higheſt or the loweſt Card of the 
Suit led, or have their Option to call the Card 
then played at any other Time, when it does 
not cauſe a Revoke. 3 | 


If a Card in dealing is turned up, it is in the 
Option of the adverſe Party to call a new Deal, 
unleſs they, or either of them, have been the 
Cauſe of turning up ſuch Card; in which Caſe 
the Dealer has the Option. 

„ 
If the Ace or any other Card of any Suit is 


led, and it ſhould ſo happen that the laſt Play- 


er plays out of his Turn, whether his Partner 


has any of the Suit led or not (provided you 
do not make him revoke) he is neither intitled 
to trump it, nor to win that Trick. 
£ 8 a : ao XII. | 

If a Card is faced in the Pack, they muſt 
deal again, except ir is the laſt Card. 
| RT | 

None of the Players are to take up, or Took 


at their Cards, while any Perſon is dealing; 


and if the Dealer ſhould happen to miſs Deal, 
in that Caſe he ſhall deal again; and if a Card 
i e 18 
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is turnadiup in dealing, no new. Deal is to be 
called, | 5 | | 
NIV. 


| Wen à Card is led, if one of the Adver- 


faries- plays out of his Turn, his Partner is not 

to win the Prick, if he can avoid it without 

revok ing. | | 
XV. 

Every Perſon ought. ta ſee that he has 13 
Cards: dealt him; therefore, if any ane ſhould 
happen to have only 12; Cards, and does nat 
find it out till ſeveral Tricks are played, and 
that the reſt of 1282 have their right 
Numbers, the Deal ſtands good; and! alſo the 
Perſon wha plays with 12 Cards is to be pur 
niſned with each Revoke, in Caſe he has made 
any; but if any of the. reſt of the Playe 
ſhould happen to have 14 Cards, in that, 
the Deal is void. E i r 5 


If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, if his Part- 
ner does not give up the Game, the Adverſaries 
have it in their Power to call any of thoſe 
Cards, when they think proper, provided they 
do not make the — revoke. 

A and B are Partners againſt C and D; 4 
leads a Club, his Partner H plays before the 
Adverſary C; in this Caſe D has a to 

* Play 
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play before his Partner C, becauſe B aye: out 


of his Turn, 
XVIII. 


If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table; but ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable 
to have all his Cards called. 


: XIX. 41 51 12 7 +4 
No Perſon ads to aſk his Partner whather 
he had played an Wurde while che Cards are 


playing. 1.85 
XX. 


Aand Ba are Partners ah 0 ad: D; '4 
| leads a Club, C plays a Spade, B plays the 
King of Clubs, and D plays a Club; C diſ- 
covers he has ern before the Trick ig 
turned: | 

Query, What i is the Penalty ? 

B may take up his Card again, ad ſo may 
D, and either 4 or B have it in their Option 
to oblige C to play the Ars or the loweſt 
Gert of the, Suit led. a 

| XXI. 


11 any Perſon calls at the Point of 8, and his 
Wee and both the oppoſite Parties 
have thrown up their Cards, and it appears 
that the other Side had not two by Honours; 
in this Caſe they may conſult with one another 
about it, and are at Liberty to ſtand the Deal 
or not. | 


XXII. And 
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XXII. : 
And if any Body anſwers, when he has not 
an Honour, the adverſe Party may conſult with 
one another about it, and are at Liberty to ſtand 
the Deal or not. 

XXIII. 


No Perſon may take new Cards in the Mid- 
de of a Game, without the Conſent of all 


Parties. 
XXIV, | 

The Dealer ought to leave to View upon 
the Table his Trump-Card, till it is his Turn 
to play; and after he has mixed it with his 
other Cards, no Body is entitled to demand 
what Card is turned up, but may aſk what is 
Trumps: This Conſequence attends ſuch a 
Law, that. the Dealer cannot name a wron 
Card, which he otherwiſe might have done. 


End of th Game of WHIST. 
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TREATISE 
| On the GAME of 
QUA DRILLE; 
SHEWING 


The Odds of winning or loſing moſt Games 
that are commonly played, either by calling 
a King, or by playing Sans Prendre. 


| To which are added, 


The LAWS of the GAME, 


The SzvenTn EvpiTionx. 


By Epmonpd HOYIE, Gent. 
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A SHORT 
T-R iA 
On the GAME of 


QUADRILLE. 


CHAP L 


B a Learner may be at a Loſs 
to know the Rank and Order of the 
Cards, when Trumps or not, the two follow- 


ing Tables ſhew them. 


The Rank and Order of the Cards when not 


Trumps, 

Clubs and Spades. Hearts and Diamonds. 
King, King, . 
Queen, Queen, 

K nave, Enave, 

Seven, Ace, 

Six, Deuce, 

Five, Three, 

Four, Four, 

Three, Five, 

Deuce, Six, 

— — Seven, 

In all 9. — 
In all 10. 


| 
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The Rank and Order of the Cards when Trumj:, 
Clubs and Spades. Hearts and Diamonds. 


Spaditle, the Ace of | Spadille, the Ace of 
Spades. Spades. 
Manille, the Deuce of | Manille, the Seven of 


ades or of Clubs, | Hearts, or of Dia- 
Baſto, the Ace of | | monds. 
Clubs, {| Baſto, the Ace of Clubs, 
Punto, the Ace of Hearts 
1 or of Diamonds. 
King, ing, 
Queen, Queen, 
Knave, EK nave, 
Seven, Deuce, 
Six, Three, 
Five, Four, 
Four, Five, 
hree, Six, 
In all 11. 8 In all 12. 


You may obſerve by the 3 
that Spadille and Baſto are always I rumps 
therefore the red Suits have one Trump more 
than the black. 

There are three Matadores, viz. Spadille, 
Manille, and Bafto. 
| Therefore, if an ordinary Trumps led, you 
are not pat to play a Matadore upon it; 


but if Spadille is led, and you ſhould hold 
Manille 
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Manille or Baſto unguarded, you muſt play it: 


alſo if Manille is led, and you ſhould have 
Baſto unguarded, it muſt be played. 


The Order of the falſe Matadores. 


Clubs and Spades. 


Manille, the Deuce of 
Clubs or of Spades, 
Baſto, the Ace 1 fal, 


King, 
Queen, 


Knave, 


In all 10. 


Hearts and Diamonds. 


Manille, the Seven of 
Hearts or of Dia- 


monds, 


Baſto, the Ace of Clubs, | 


| Punto, the Ace of Hearts 


| or of Diamonds, 


King, 
Queen, 
K nave, 
Deuce, 
Three, 
Four, 
Five, 
Six. 


In all 11. 


You ſee by the foregoing Table, the Order 
or Rank of the falſe Matadores. . 

We generally call them falſe Matadoresg! if 
we begin at Baſto, and ſo proceed by Sequences 


o any Number. 


C HAP. 
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CHAP, H. 

6 2 HE firſt Thing to be. done, \ after you 

have ſeen your Cards, is, to aſk Leave, 
to paſs, or play ſans prendre; and if you name 
a wrong Trump, you muſt abide by it. 

IT. 
If all the Players paſs, he who has Spadille 
is obliged to play ; but if he does not take 
three Tricks, he is not baſted. 
III. 

The Player ought to have a fair Probability 
of winning three Tricks when he calls a King, 
to prevent his being baſted. 

+ 


Therefore we will ſet down ſuch Games on- 


ly as give a fair Chance to win the Game by 
calling a King, with Directions at the End 


of. cach Caſe what Trump you are to lead, 


Calculations neceſſary to be under/lood by thoſe who 
Have made ſome Progreſs in the Game, 


| 


I would know what is the Odds that my., 


Partner holds one Card out of any two certain 
Cards? 


Anfiver, 
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Anſwer, That he holds one Card out of any 
two certain Cards, is about 5 to 4 in bis Fa- 
vour. . 


I would alſo know what is the Odds that my 
Partner holds one Card out of any three cer- 
tain Cards? | 5 

An ſiber. That he holds one Card out of any 
three certain Cards, is about five to two in his 
Favours. © | 5 | 


An Explanation and Application of the foregoing 
5 Calculations. 


1, 


That your Partner holds one Card out of 
any two certain Cards. 

Suppoſe you ſhould hold one Matadore, it is 
by this Calculation evident, that it is 5 to 4 in 
your Favour that your Partner holds one of the 
other two, and conſequently you may play your 
Game accordingly. ” TY 3 

Again, Suppoſe you call a King, and having 
a Knave and one ſmall Card of a Suit in your 
Hand, by the foregoing Calculation, it is plain 
that you have 5; to 4 in your Favour, that your 
Partner holds either the King or Queen of that 
Suit; and conſequently you have the Odds in 


your Favour to win a Trick in that Suit. 


II. 


That your Partner holds one Card out of any 
three certain Cards. | 


F 2. Suppoſe 
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Suppoſe you have no Matadore, but with the 
Aſſiſtance of one of them you have great Odds 
of winning the Game; you may obſerve, by 
the foregoing Calculation, that it is about 5 ts 
2 that your Partner holds one of them, you 
having none. 

This Calculation may be applied to many 
other Caſes, very uſeful to the Player, 


Games in Red, which may be played, calling 8 


King, 
| J. | 
Spadille, Manille, two ſmall Hearts or Dia- 
monds, the Queen of Clubs and one ſmall one, 
and four ſmall Cards of the other Suits, Lead 
a ſmall Trump. 
| II. 
Spadille, Manille, two ſmall Hearts or Dia- 
monds, with the Knave and two ſmall Clubs, 


and three ſmall Cards of the other Suits. Lead 
a ſmall Trump. | 


III. 

Spadille, Manille, two ſmall Hearts or Dia- 
monds, three ſmall Clubs, and three ſmall Cards 
of the other Suits. Lead a ſmall Trump. 

IV. | 


Spadille, Punto, King, Queen, and one 


ſmall Heart or Diamond, three ſmall Clubs, 


the Queen and one Spade, Lead Punto. 


V. Spa- 


It oats woly 


ors fu h 3 byy 


HA © 
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TV. 
Spadille, Punto, King, Knave, and 'one 
ſmall Heart or Diamond, the Knave and two 
ſmall Clubs, and two ſmall Spades. Lead 
Punto. 5 . 
Fg VI. 5 
Spadille, King, Queen, Knave, and one 
ſmall Heart or Diamond, with the Queen, 
Knave, and one ſmall Club, and, two ſmall 
Spades. Lead the King of Trumps. 


VII. 


pPpadille, Three, Four, Five, and Six of 
Hearts or Diamonds, King of Clubs and one 
more, Queen and two ſmall Spades; whether 
elder or any other Hand, when you have the 


Lead play a ſmall Trump, in the ſecond Lead 

play Spadille. . 5 
VIII. 

Manille, Baſto, Punto, and two ſmall Hearts 


or Diamonds, three ſmall Clubs, and the 
Knave and one Spade. Lead Manille. 


N. B. Manille, Baſto, King and two ſmall 


Hearts or Diamonds, Queen and one ſmall 
Club, and three ſmall Spades. Lead Manille. 


F 3 X. N. B. 


| 
| 
| 
| 
| 
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X 


VN. B. Manille, Baſto, Queen and two 
ſmall Hearts or Diamonds, Queen and two 
ſmall Clubs, Knave and one Spade, Lea 
Manille. | | . 
| XI. 5 

Manille, Baſto, with the three ſmalleſt 
Hearts or Diamonds, Queen and one ſmall 
Club, Knave and two ſmall Spades, play a 
{ſmall Trump. 

| | I.. 


N. B. Manille, Punto, King and two ſmall 
Hearts or Diamonds, Queen, K nave, and one 
ſmall Club, King and one ſmall Spade. Lead 
Manille. 


XIII. 


. 7 
Manille, Punto, Queen and two ſmall 
Hearts or Diamonds, Queen and one ſmall 


Club, King and two ſmall Spades. Play a 


{mall Trump. 
TT XIV. 


Manille, Punto, and three ſmall Hearts or 


Diamonds, K nave and one ſmall Club, King, 


Queen, and one ſmall Spade, Play a ſmall 
Trump. | 
| XV, 

Manille, and the four ſmalleſt Hearts or 
Diamonds, Queen and one ſmall Club, King, 


Queen, 


2 bon = ON 
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Queen, and one ſmall Spade. Play a ſmall 
Jrump. | 
GE | | 

N. B. Baſto, Punto, King and two ſmall 
Hearts or Diamonds, King and Queen of 


Clubs, Queen and two ſmall Spades. Lead 
Baſto. 


XVII. | 
N. B. Baſto, Punto, Queen and two ſmall 

Hearts or Diamonds, Queen, Knave, and one 

ſmall Club, King and Queen of Spades. Lead 

Baſto, | | | 

XVIII. 


N. B. Baſto, Punto, and three of the ſmall- 
eſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. 

XIX. | 


Baſto, and the four fmalleſt Hearts or Dia- 
monds, King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade. Play a ſmall 
Trump. 


XX. 


N. B. Punto, King, * and two ſmall 
Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Lead Punto. 


14 XXI. Punto, 


104 A ſhort TREATISE on 

XXI. | 

Punto, King, and three ſmall Hearts or 
Diamonds, King and Queen of Clubs, Queen, 
Knave, and one ſmall Spade, Play a ſmall 
Trump. I + 8 


Lou are to obſerve. that thofe Caſes which 
are marked thus (N. B.) are very good Games 
to play, and that you have the Odds of your 
Side to win thoſe which are not marked, 


CHAT UL, 


Games in Black, which may be played, calling a 
King. 

| . T 
0 PADILLE, Manille, and two ſmall 


Clubs or Spades, the Knave and two fmall 


Hearts, and three {mall Diamonds, Lead a 


mall 'I'rump, 
II. | 
N. B. Spadille, Manille, and two ſmall 
Clubs or Spades, Queen and two fmall Hearts, 
and three {mall Diamonds. Lead a ſmall 
Trump. 
III. 
| Spadille, Manille, and two ſmall Clubs c. 


Spades, three ſmall! Hearts, three ſmall Di- 


monds, Lead a ſmall I rump. 


IV. N. B. 
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IV. 


N. B. Spadille, K ing, Queen, and two ſmall 
Clubs or Spades, with the Queen and one ſmall 
Heart, three ſmall Diamonds. Lead the King 
of Trumps. | h 

V. 
Spadille, King, Knave, and twoſmall Clubs, 


Queen, and two Diamonds, two ſinall Hearts, 
Play a ſmall Trump. 


VI. 


Spadille, Queen and three ſmall Clubs or 
Spades, Queen and two ſmall] Hearts, two 
imall Diamonds. Play a ſmall Trump. 


VII, 


Spadille, and the four ſmalleſt Clubs or 
Spades, King and one ſmall Heart, Queen and 
two ſmall Diamonds. Play a ſmall Trump. 


VIII. | 


Manille, Baſto, King and two ſmall Clubs 
or Spades, three ſmall Hearts, and two ſmall 
Diamonds, Lead Manille. 


IX, 
Manille, Baſto, Queen and two ſmall Clubs 


or Spades, three ſmall Hearts, Queen and one 


ſmall Diamond. Lead Manille, 
F 5 p Mas 
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Manille, Baſto, Knave and two ſmall 


Clubs or Spades, Knave and one Heart, three 
ſmall Diamonds. Lead Manille. 


: XI. 


Manille, Baſto, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, Knave 
and one ſmall Diamond, Lead Manille, 


XII. 

N. B. Manille, King, Queen, and two ſma!! 
Clubs or Spades, King and one ſmall Heart, 
Queen, Knave, and one {mall Diamond. Lead 
Manille. 

| XIII. 

N. B. Manille, King, Knave, and two 
fmall Clubs or Spades, King and one ſmal. 
Heart, Queen and two ſmall Diamonds. Lead 
Manille. | 

XIV. 
lanille, King, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, King 
and one ſmail Diamond. Play a ſmall Trump. 
XV. 
- - Manille, and the four ſmalleſt Clubs or 


Spades, King, Queen, and one ſmall Heart, 
two {mall Diamonds, Play a ſmall Trump. 


- XVI. N. B. 


— ty ©/2 


Lead the King of Trumps. 
| F e 
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XVI. 
N. B. Baſto, King, Queen, and two ſmall 


Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. Lead Baſto. 


XVII. 

N. B. Baſto, King, Knave, and two fmall 
Clubs or Spades, Knave and one Heart, King 
and two ſmall Diamonds. Lead Baſto. 


| XVIII. | 

N. B. Baſto, King and three ſmall Clubs 
or Spades, King and Queen of Hearts, Queen 
and two ſmall Diamonds. Play a ſmall Trump. 

XIX. 

Baſto, and four of the ſmalleſt 'Clubs or 
Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond, Play a ſmall 
Trump. A | 

XX. 


N. B. King, Queen, Knave, and two 
ſmall Clubs or Spades, King and Queen of 
Hearts, Knave and two {ſmall Diamonds. 
Lead the King of Trumps. 


2 1 

King, Queen, Seven, Six, and Five of 
Clubs or Spades, King and Queen of Hearts, 
Queen, Knave, and one ſmall Diamond. 


Lou 


* 
— 
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You are to obſerve that thoſe Caſes which are 
marked thus (N. B.) are very good Games to 
play, and you have the Odds of your Side, to 
win thoſe which are not marked. 

N. B. You are to call to your ſtrongeſt Suits, 
except you have a Queen guarded. And if 
you are elder Hand, you have a fairer Chance 
to win the Game than if middle Hand, becauſe 
you have an Opportunity of leading a Trump, 
which frequently makes your Adverſaries play 
againſt each other, 


CH AF IV. : 


Cages calculated, ſhewing the Players the Odds 
of winning the following Games at Qua- 
DRILLE, ſans prendre; and alſo ſuch Games 
as ought not to be played ſans prendre. 


Games in Black, elder Hand. 


I. 
THREE Matadores in Clubs, King and 


Six of Diamonds, King and Six of Hearts, 
King, Five, and Six of Spades. Play Trumps 
to all the elder- hand Games. The above Game 
wins 27 to 4. 

II. 


Three Matadores and the Three of Clubs, 
King and Six of Diamonds, King and Six of 


Hearts, and two ſmall Spades, The above 


Game wins 215 to 162, or about 4 to 3. 


L103. 4 hree 


ſmall Hearts. 


ſmall Hearts. 
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III. 


Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three ſmall 
Hearts. Wins 291 to 80, or above 10 to 3. 


j 5, 


Three Matadores, with Three, Four, and 
Five of Clubs, two ſmall Diamonds, and two 
Wins near 10 to 1, 


. 


Spadille, Manille, King, Knave, Three, and 
Four of Clubs, two ſmall Diamonds, two 
Wins 4895 to 3022, or about 


TA. - 


Spadille, Manille, King, Three, Four, and 
Five of Clubs, two ſmall Diamonds, two ſmall 


Hearts, Wins about 8 to 5, 


CY We AP. ˖ 


about 4 to 3. 


VII., 


Spadille, Manille, King, Three, and Four 
of Clubs, King and Six of Diamonds, and 
three ſmall Hearts. 


Loſes 1514 to 1125, or 


VIII. 


Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
ſmall Hearts. L 


ole? 1514 to 1125, or about 


Tx, Spa- 
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IX. 


Spadille, Manille, Three, Four, and Five 
of Clubs, King and one ſmall! Diamond, and 


three ſmall Hearts. Loſes 2234 to 405, or ( 
about 11 to 2. £1 0 

| „ 3 | 
Three falſe Matadores and Three of Clubs, g 
King and Six of Diamonds, King and Six of 4 


Hearts, King and Six of Spades. Wins 215 
to 162, or about 4 to 3. 
Three falſe Matadores, Three and Four of $ 
Clubs, King and Six of Diamonds, King, Six, X 
and Five of Hearts. Wins 291 to 86, or above 
10 to 3. 
| pooh XII. 
Three falſe Matadores, Three, Four, and 
Five of Clubs, King and Six of Diamonds, two 
ſmall Hearts. Wins 1025 to 106, or near 10 7 
to 1. =, 8 
| * 5 
Manille, Baſto, Queen, Three, Four, and 
Five of Clubs, King and one ſmall} Diamond, 
two ſmall Hearts. Wins 4895 to 3022, or 
above 8 to 5. e 


_ - 

Manille, Baſto, Knave, Three, Four, and hi: 

Five of Clubs, King and one ſmall Diamond, nc 
R 1 
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two ſmall Hearts. Loſes 4162 to 3755, Or 
almoſt 10 tog. | 


XV. 


Spadille, Three, Four, Five, and Six of 
Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart. He muſt 
lead a ſmall Trump, and his Chance then for 
winning is 1749 to 890; or near to 2 to I for 
winning. 

XVI. 

Spadille, Three, Four, Five, Six, and Seven 
of Clubs,' King and one Diamond, King of 
Spades, and King of Hearts, Wins about 
275 tO A 


| CHAP V. 
Games in Red, Elder Hand. 
: 


THREE Matadores in Hearts, King and 
done Diamond, King and ene Spade, King 
and two Clubs. Wins 24 to II, or about 2 
0 1. ; 


II. 


Three Matadores and Three of Hearts, King 
and one ſmall Diamond, King and Queen of 
Clubs, and two ſmall Spades. Wins 7010 to 
i601, above 4 to 1; beſides the Chance that 
his Kings and Queens paſs, though he ſhould 


III. Three 


not fetch out all the Trumps. 


112 A foort TREATISE on 


III. 


Three Matadores and Three and Four of 
Hearts, King and one ſmall Club, and three 
Diamonds. Wins almoſt 4 to 3. 


IV. 


Three Matadores, Three, Four, and Five of 
Hearts, two ſmall Diamonds, two ſmall Clubs. 
Wins 291 to 86, or above 10 to 3. 


V 


 Spadille, Manille, Punto, Queen, Three, 
and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to 1339, or 
above 5 to 4. 
| ER © 

Spadille, Manille, Punto, Three, Four, and 
Five of Hearts, two ſmall Diamonds, two 
ſmall Clubs. Loſes 1514 to 1125, or above 
. 8 
| VII. 

Spadille, Manille, King, Three, Four, and 
Five of Hearts, two ſmall Diamonds, two 
{mall Clubs, Loſes 278 to 99, or about 14 
e 

Spadille, Manille, Three, Four, Five, and 
Six of Hearts, two ſmall Diamonds, two ſmall 
Clubs. Loſes above 3 to 1. 
| 3 334 IX. Spas 


7 >, 
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IX. 
Fpadille, Manille, Three, F our, - Fro and 
Six of Hearts, King and one Club, two ſmall 
Diamonds. re 1845 to 794. or above 9 


N ; | 
E003 33& 0 3 L153 Of] iF93D-0 


Spadille; Manille; "Two, Three; Four, Five, 
Six of Hearts, two ſmall Diamonds, one ſmall 
Club. Wins above yo „ nearer 10 to 1. 

* Matadores in ne Kin and two 
ſmall Clubs, King and two ſmall Spades. Wins 
about 16 to 1. That he fetches out the Trump 
is 7206 to 1465, near'5 to 1; beſides the 
Chance for his King's palin, Hong? the 
Trump ſhould not fall. 


| XII. Tikes | 

| Three falſe Means and Three of == eB 
king and one ſmall Club, King and one Dia- 
5 nond, King and one ſmall Spade, Loſes 5791 

to 2880, or 4 5 2 to 1. 

XIII. 
d Three falſe Mat Three and Four of 
o learts, King and one Club, King and tuo 
4 des. Wins 215 to 162, or abour 4 to 3. 
XIV. 

Three falſe Matadores, Three, Four, and 
fire of Hearts, King and one ſmall Club, 
wo ſmall Spades. Wins 291 to $6, or above 


Id to 
LE ea XV. Three 
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( 1 

Three falſe Matadores, with the K nave, the 
Three, 1 our, and F ive of Hearts, one ſmall 
Diamond, two ſmall Spades. Wins 1025 to 
106, near 10 to 1; hut you are to ſuppoſe the 
Lead is to come into your Hand à ſecond 
Time, without trumping with a Matadore. 

14 | XVI. 

Three falſe Matadores, with the Queen, the 
Three, Four, and Five of Hearts, one ſmall 
Diamond, two ſmall Clubs. (As the former) 

ins near 10 to 2. 1162 2 | 

Manille, Baſto, King, Three, Four, and Five 

of Hearts, King and one Diamond, two ſmall 

Clubs. Loſes 1514 to 1125, or about 4 to 3. 

Manille, Baſto, Queen, Three, Four, and 
Five of Hearts, King and one Club, two ſmall 
Spades. Loſes 278 to 99, or near 3 to I. 

„ 

Manille, Baſto, Three, Four, Five, and Six 
of Hearts, King and one Diamond, two ſmall 
Clubs. Lofes 2639 to 405, or about 6 to 1. 

Spadille, Two, Three, Four, Five, and Six 
of Hearts, King and one Diamond, King of 
Spades, and the King of Clubs, That he 
fetches out three Trumps by playing Spadille 

is 
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is above 4 to 1, and conſequently above 4 to I 
for winning, 

Spadille, Three, Four, Five, and Six of 
Hearts, King and one-Diamond, King and one 
Spade, and the King of Clubs. 

That three ſure Tricks in Trumps lie againſt 
the Player is 1384 to 1255, and confequently 
the Odds is againſt his winning the Game. 

If he plays the Game, he muſt begin with 
leading a fmall Trump; for if he plays Spa- 
dille, he has no Chance at all. 

At his ſecond Lead he ought to play Spa- 
dille, having the taireſt Probability of winning 
the Game by that Method of Play, 9271 

In all the Games of falſe Matadores, we 
have ſuppoſed the Player is not over- ruff d be- 
ſore it comes again into his Hand. 


NM. B. If you ſhould have a ſans prendre 
Game, and it ſhould be 5 to 4 for winning it, 
you are to conſider that the calling a King 
makes it a ſure Game won, beſides the Chance 
of winning a Vole; and therefore, upon a ſtrict 
Calculation, it is found to be more adviſeable 
to call a King in ſuch a Caſe. | | 

N. B. A good Player may play a weaker 
Game, either elder or younger Hand, than 
mddle Hand, | 


CHAP, 
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2 Laws at QUADRILLE. A 


. > won 
V HOE VER names any Suit for Trumps, “ ol: 
he mult abide by ir, though it ſhould 


happen to be his worſt Suit, If 
NIH n 3:4: 0h = Libe 
Tf a Card happens to be faced in dealing, you Kin 


mult deal again, except it is the laſt Card, are I 
oo es T bats 


| If 1 1 lay with eleven Cards you are 
baſted. oo has x”: 
8 * IV. 


If you play ſans prendre, or have Matadores, MW If 
you are to demand them before the next Deal- Hof h 
er has finiſhed his Deal, otherwiſe you loſe the 
Benefit of them, 

| v. 


If any Body names his Trump without aſk- | 
ing Leave, he is obliged to play ſans prendre, 
unleſs he is the younger Hand, and all the reſt 
have paſs'd. F214 0460 

If any Body plays out of his -Turn, that 
Card played may be called at any Time in that 
Deal, provided he does not revoke; or the 
Adverſaries may demand the Partner of _ 

Who 
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who played out of his Turn, or his own Parts 
ber, to play any Suit he thinks fit, | | 


| VII. | „ 
After the Game is won, if the Perſon who 
won the ſixth Trick plays a ſeventh Card, he 
i; obliged to play for the Yole. 1 


If you have four Kings dealt you, you are at 
Liberty either to call a Queen to one of your 
Kings, or to call one of your Kings; but you 
xe not to call the Queen of Trumps, 

If any Body ſeparates a Card from the reſt, 
he ought to play it, if the adverſe Party has 
ken it, unleſs he plays ſans prendre. 
es, If the King called; or his Partner, plays out 
al- We his Turn, no Vole is to be played for. 


the | XI. 
No Perſon is to be baſted for a Renounce. 
leſs the Trick is turned and quitted ; and if 
ny Perſon renounces, and it is diſcovered, if 
te Player ſhould happen to be baſted by ſuch 

denounce, all the Parties are to take up their 
(ads, and play them over again. 
1 | 

If Spadille is forced to play, he is not obliged 
bmake his three Tricks, . 


re 


Ak. 
Ire, 


reſt} 


XIII. Whos 
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W hoever undertakes playing the Vole, has 
the Preference of playiug before him who offers 
to play ſans prendiue. 
If all Parties —— before you begin 
to play, let the Perſon have the Preference 
of playing who plays. for the moſt Tricks; 
which will prevent ſmall Games from being 


played. : 


The Player is entitled to know who is his 

King called, before he declares for the Vols. 
* r E 
When fix Tricks are. won, he who won the 

ſixth Trick ought to ſav, I play the Vole; or 

I do not play the Vole; or, I aſk——and no- 

thing elſme. I; 5 

or XVII. 

He who wins the Vole is to take double the 
Stake played for out of the Pool. 
eee 

He who aſks Leave (if elder Hand) may 
play /ans prendre, in Preference to any of the 
other Players. 
| XIX. | 

If you have one King only, you may call 
yourſelf, but muſt 8 Tricks. . 


92 
- % 


entit l. 


— 


"XK. 
If you. play the. King 55 dered; he muſt 
win fix e who, demands t os, Wins, of 2H 


Body. e ie 21 
21 ves XXI. ö 601 
He who has s paſſed once (unleſs he has Spa- 
aue) has no Right to play afterwards ; ; alſo 
he who has aſked the. e is obliged to 
play unleſs ſomebod y elſe plays ſans prendre. 


; XXII, 

If the Player! or his F riend, Wee Cards 
before they have won ſix T ricks, the Adver- 
aries may call their Cards as they pleaſe, _ 
afying each Card. 


XXIII. 


Whoever has aſked Leave cannot play ſans 
jrendre, unleſs he is forced. . ” 


XXIV, 

You are at Liberty to look at the Tricks 

chen you are to lead, but not otherwiſe. 
XXV. 

Whoever undertakes playing for the Vole, 
ind does not ſucceed, has a Right to the Stakes 
ſans prendre, and Matadores if he has them, 
ing won his Game. 
= XXVI. 

Forced Spadille cannot play for the Pele. 


XXVII. 


If any Perſon diſcovers his Game, he is not 


titled & to play the Vole. 
XXVIII. If 


le 


all 
If 
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„ 
If there happen to be two Cards of the ſame 


Sort, and found out before the Deal is ended, 
the Deal is void, but not otherwiſe. 


XXIX. 


Nobody is to declare how many Trumps 


are played out. | 
XX. 

He who plays, and does not make three 
Tricks, is to be baſted r unleſs he W 
forced erat X 


5 11 FTE 9 
5 
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On the GAME of | 
PI WW E Th 


DIRECTING, 


With moral Certainty, how to diſcard any 
Hand to Advantage, by ſhewing the Chances 
of taking in any one, two, three, four, or 
five certain Cards. 


ComPUTATIONS for thoſe who Bet their 
Money at the GAME. 


* 


ALS O 


The LAWS of the GAME. 


To which are added, 


dome Ru LES and OBSERVATIONS 
for playing well at CHESS, 


The SkVENTR EDITION, 


By EDMON D HovYIE, Gent. | 
ccc 
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„„ -1- 
General RULES for playing at PIQUET, 


| O U are to play by the Stages of your 
Y Game; what is meant by them, is, that 
when you are backward in the Game, or be- 
hind your Adverſary, you are to play a puſhing 
Game, otherwiſe you are to make twenty-ſeven 
Points Elder-hand, and thirteen Points Voung- 
er-hand; and you are always to compare your 
Game with your Adverfary's, and diſcard ac- 
cordingly, - 


I IT. | | 
You are to diſcard in ExpeQtation of win 
ning the Cards, which is ſo eſſential a Part of 
the Game, that it generally makes twenty-twa 
or twenty-three Points Difference; therefore 
you are not to diſcard for low Qualorze, ſuch 
as three Queens, three Knaves, or three Tens, 
Go 2- | becauſe 
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becauſe in any of theſe Caſes, the Odds are 
three to one, Elder-hand, that 2 do not ſuc- 
ceed, and ſeventeen to three Vounger- hand; 
for let us ſuppoſe you ſhould go for a Quatore 
of Queens, Knaves, or Tens, and throw out 
an Ace or a King ; by ſo doing you run the 


Rifk of loſing above twenty Points in Expecta- 
tion of winning fourteen Points. 


We 


At the Beginning of a Party you are to play 
to make your Game, which is twenty-ſeven 


Points Elder-hand, and thirteen Points Young- 
er-hand ; therefore, ſuppoſe you are Elder- 
hand, and that you have a 8 and 
the ſeven of any Suit, it is five to two but that 
you take in one Card out of any four certain 
Cards; therefore, 2 you ſhould have 
three Queens, three Knaves, or three Tens, 
you are in this Caſe to diſcard one of them pre- 
ferably to the ſeven of ſuch a Suit, becauſe it 
is three to one that you do not take in any one 
certain Card, Elder- Hand, to make you a Qua- 
torze, and conſequently you diſcard the Seven 
of ſuch a Suit to a great Diſadvantage. 
IV. 


If your Adverſary is greatly before you in the 
Game, the Conſideration of winning the Cards 


muſt be put quite out of the Queſtion; there- 


fore ſuppote you ſnould have a Quart to a Queen 
or a Quart to a Rnave; in which Calc it is only 
„% 10 2711 About 


1 iS e „o 0 1 WIL jo: =. 
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y 


eo } I} ww = 


A TREATISE on PIQ UBT, ' rag 
about five to four, being Elder-hand;-but that 
you take in a Card to make you a Quint, and 
about ihree to one but that you take in a Queen, 
a Knave, or Ten; and ſhould you baye three 
of either dealt you, it is good Play to make a. 
Puſh for the Game, particularly if it is ſp far 
advanced as to give you but little Chance for it 
in another. Deal; and in this, and ether Caſes,: 
you may have Recourſe to the Calculations 
aſcertaining the Odds, 

To gain the Point, generally makes ten 
Points Difference; therefore, when you diſ- 
card, you mult endeavour to gain it, not 
riſe the loſing of the Cards by ſo doing. 

The faving of your Lurch, or the lurching 
of your en ſo material, that ou 
ought always to riſk ſome Points to accompliſh” 
ERIE OSS 
Card in your Hand, never fail playing that: 
Card; becauſe, atleaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards your Adverſary 
has laid out. =: | 

TIS... 


If you are greatly advanced. in the Game, as 


ſuppoſe you are 2 to fifty, in that Caſe it is 


3. your 
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your Intereſt to let your Adverſary gain two 


Points for your one as often as you can, eſpe- 
cially if the next Deal you are to be Elder- 
hand; but if, on the contrary, you are to be 
Vounger- hand, and are eighty- ſix to fifty or 
fixty, never regard the lohng two or three 
Points for the gaining of one, becauſe that 
Point brings you within your Shew. 

. ee IX. - 

The Younger-hand is to play upon the De- 
fenſive ; therefore, in order to make his thir- 
teen Points, he is to carry Terces,) Quarts, and 
eſpecially to ſtrive for the Point: But ſuppoſe 


dim te have twee. Terces from a King, Queen, 
or Knave, as“ it is twenty- nine to twenty- 


eight that he ſucceeds, he having in that Caſe 
four, certain Cards to take in to make him 
a Quart to either of them, and, perhaps, 

e N 287 | 
there: ſave a Fiſhes &c.. he ought preferably 
to go for that which he has the moſt Chance 


to ſucceed in: But if, inſtead of this Method 


of Play, he has three Queens, Knaves, or 


Fens,' and ſhould” attempt to carry any of 
them preferably to the others, the Odds that 


he does not ſucceed being ſeventeen to three 
againſt himz'' he conſequently diſcards to a 
great Diſadvantagmmme. 

X. 


The Elder or Vounger- hand is ſometimes to 
ſink one of his Points, a Terce, or three Kings, 
Queens, K naves, or Tens, in Hopes of winning 

* E 2 the 


1 Fw . cc. 
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the Cards; but that is to be done with Judg- 
ments and without heſitating. 


oa ie dne ee It | 
Wolde 214 XI. Mann een 16 

It is often good play for a ae 
not to call three Queens, Knaves, Cc. and to 
ſink one Card of his Point, which his Adver- 
2 ped ſuppoſe o be A guard to a King or 

uee > 


1 nnen 11 


u. 


The e having the Cards equal- 

dealt him, is not tô Ake in any Card if 
Naeh n he 25 the Riſk of loſing them, unleſs 
he is very backward in the Game, and has 
then. a Sch eme for a 14 Game. 


4 3662 20.8770 It XIII. i 
112 va 


11 the Vounger-hand has a Probability. 'of 
ſaving or winning the Cards by a deep Dif- 
card. As for Example: Suppoſe he ſhould 
have the King, Queen, and Nine of a Suit; 
or the King, Knave, and Nine of a Suit; 
in this Caſe he may diſcard either of thoſe 
duits, with a moral Certainty of not being at- 
tacked in them; and the Odds that he does 
not take in the Ace of either of thoſe Suits be- 
ing aginſt him, it is not worth his while te 
diſcard otherwiſe in er of ſucceed- 
ing. 0 
10 99! 


| 5 2 PM Eh: 30: U 42 4 19h 2 
eke Hh XIV. The 
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Bo LY. - . 
XIV. 


The e hw Ates dealt 
him, it is generally __ us 2 to N out 
nee 2:30! 
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The Youn a ad is — to carry 
Guard to his beer in order to make 
Points, and to ſave the Cards. 


XVI. 


When the 8 * that the 
Elder-hand, by callin his Point, has five Cards 
which will make re Vhcks: in Play, and may 
have the Ace and Queen of 8 Suit, he 
- ſhould throw away the Guard to that Ki ing, 
eſpecially if he has put out one of that Suit, 
which will give him an even Chance of ſaving 


E e OR Fe ee SN 
17 the Elder-band: hows a e 00 4 King 


dealt him, with three Kings and three Queens 
(including the King to his Quart y and that he 


is obliged to diſcard either one of his: Quart to 


the King, or toidiſcard a Eing or Queen, : 
very. Which is beſt for him to diſcard ? 


Are The Chance for taking in the Ace 


er Nine tobis Quart tq a King, being one out of 
two certain Cards, is exactly equal to the tak- 


ing 78 a King or a Queen, having three of 
6 4. Cp | 4 teach 


el 


Eq 


t 


Y 
e 


„ „ 20 
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each dealt him; therefore: he is to diſcard in 


ſuch a Manner as gives him the faireſt Proba- 
bility of win the Cards. a 


The foregoing Cafe may be a general Di- 
rection to diſcard in all Caſes of the like _eaturdy 


either for the Elder or Younger-hand. 


XVII. 


Suppoſe the Elder-hand has taken in his five 
Cards, and that he has the Ace, King, and 
Knave of a Suit, having diſcarded two of that 
Suit : He has alſo the Ace, King, Knave, and 
two ſmall Cards of another Suit, but no win- 
ning Cards in the other Suits. 

Duery, Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of 
winning, or ſaving the Cards? 

Anſwer. He is always to play from the Suit 
of which he has the feweſt in Number; be- 
cauſe, if he finds his Adverfary guarded there, | 
the Probability is in his Favour that be is un- 
guarded in the other Suit; and ſhould he play 
from the Suit of which he has the moſt in 
Number, and finds his Adverſary's Queen 
guarded, in that Caſe he has no Chance to ſave 
or win the Cards. 


3 a 
If the Elder- hand is ſure to make the Cards 


equal, by playing of them in any particular 
G 5 Manner, 
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Manner, and is advanced before his Adverſary 
in the Game, he is not to riſk the loſing of 
them; but if his Adverſary is greatly before 
him, in that Caſe it is his Cre. to riſk the 
loſing of the Cards, in Expectation of winning 
of them. | 


„ RAS I 


Particular RULES and CASES, 


| I. 


80 PP OSE you are Elder-hand, and that 
you have dealt you a Quart- Major, with 
the Seven and Eight of Clubs, the King and 
Jen of Diamonds, the King and Nine of 
Hearts, with the Ten and Nine of Spades. a 
Query. Whether you are to leave a Card, | 
by carrying the Quart- Major and two more of 
the ſame Suit for the Point, with two other 
Kings; or to throw out one Card of your 

Pont? 35:41 120 . | 
Anſwer, If you throw out one Card of your 
Point, there is a Poſſibility that you reckon only 
five Points, and that your Adverſary may win 
the Cards, by which Event he gets eleyen 
Points, beſides his three Aces, Sc. which 
gives you a bad Chance for the Game: But by 
leaving a Card, and admitting that one Card 
of Conſequence lies in the five Cards which 
you are intitled to take in, it follows, Ry 
; | ave 


=o 


by —— Sm an. 


b , „„ „ „„ a. t 


0 
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have four Chances to one againſt leaving that 
Card, and conſequently it is your Intereſt to 
leave a Card; the Odds are alſo greatly in your 
Favour, that you take in ſome dne of the fol- 
lowing Cards in your four Cards, viz. there are 
two to your Point, three Aces, and one King. 


If you ſhould happen to have the Ace, 
King, and four ſmall Cards of any Suit, with 
two other Kings, and no great Suits againſt 
you, the like Method of the former Caſe may 
de died, wolf ar ine br ann 
Suppoſe you ſhould have the King, Queen, 
and four of the ſmalleſt Clubs, he Kine and 
Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. | 
Query, How are you to diſcard, with a Pro- 
bability of making the moſt Points? . 
| Anſwer. You are to throw out the Queen 
and four ſmall Clubs, and to carty three entire 
Suits, with the King of Clubs; for this Reaſon; 
becauſe the Chance for your taking in the fourth 
King, is exactly the ſame. as the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you: But if you 
fail. of taking in the fourth King, by diſcarding: 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
Difference. But ſhould you diſcard with an 
Lx pectation of taking in the Ace of Clubs, and 
TER 6 66 ſhould 


i 


132 A TxZArisE o» PIQUE F. 
ſhould happen to fail, you being obliped to 
throw out ſome of your great Cards, you would 
have a very diſtant Chance of either ſaving or 
en td OBS Hager 116 08D gon 
© Suppoſe you ſhould have the King and Queen 
of Clubs, a Terce-Mafor in Diamonds, Queen 
and Knave of Hearts, and a Quint from the 
Knave of Spades. "5 Ht : 
Query. How are you to diſcard; with a Pro- 
bability of making the moſt Points? LY 
Anſwer. You are to throw out the Quint to 


a Knave in Spades, in order to make the moſt | 


Points; beeauſe, let us admit that your Quint 
is good for every Thing aſter you have taken 
in, you in that Caſe only ſcore nineteen Points, 
it you carry it, and you probably give the 
Cards up, and alſo the Chance of a Quatorze 
of Queens, beſides a great Number of Points 
in Play; and conſequently, by carrying the 
Quint, you would diſcard to a great Diſad- 
Vantage, 1 
V. 


Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs; the Queen and 
Knave of Diamonds; the Queen, Jen, and 
Nine of Hearts, with the Ace and Nine of 
Spades, ON 
uery. How are you to diſcard? _ 

nſiber. Y ou are to diſcard the King, Seven, 
Eight, and Nine of Clubs, and the Nine of 
. So Spades z 


" On xt _) ft 


Pa WA — Kew 
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5 Spades ; by: which Means you do not only go 
| for three Suits, but you have the ſame: Chance 
| for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Beſides, the 
Probability. of winning the Cards is grratty in 
your Favour, by this Method of diſcarding, 

Suppoſe you have the Queen, Ten, Nine, 
Eight, and Seven of Clubs; the Knave and 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Nine of 
ſt | Spades, 1 3 85 ii Pt 3 
Duery. How are you to diſeard? 


Anfwer. You are to diſcard the five Clubs; 
N + lng | eder my 
becauſe it is three to one that you do not take 
„in the Knave of Clubs, and the carrying three 
4 entire Suits gives you a fairer Chance to ſcore 
"a more Points. 
he „ VII. Ie 
d- 


Suppoſe you have the Ace, Queen, and 
Knave of Clubs; the King, Queen, and Knave 
of Diamonds; the Queen and Knave of 

n, Hearts, with the Ten, Nine, Eight, and 
nd Seven of Spades. 41 ED | 
nd Query. How are you to diſcard? _. 
of Anfwer. You are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only five to 


tour but that you take in a Queen or a Knaye; | 


en, it is alfo about three to two that you take in. an 
of Ace: You have allo three Cards to your Terer 
=p | 6 


to 
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to a King to take in, diz. the Ace and Ten, or 
the Ten and Nine, to make you a, Quint; all 
which Circumſtances conſidered, you have a 
fair Probability of making a great Game; 
whereas; if you ſhould leave a Card, by throw- 
ingzaut the foun Spades only, you run the Riſk 
of leaving one of the following Cards, v/z. the 
King of Clubs, the Ace of Diamonds, the 
Ace, Queeny, or Khave of Spades; in any of 
which, Caſes you would probably, loſe more 
Points than by throwing out the Ace pf Clubs; 
and if you ſhould carry two Suits, viz. three 
Clubs, three Diamonds, and the Queen of 


Hearts, you runthęꝑ Riſkł of putting out fourteen | 


Points; and it is only five to four againſt your 
taking in a Queen or a Knave, and therefore 
you would diſcard to a great Diſadvantage. 


yes 
Suppoſe you have the King, Queen, and 


Ten of a Suit, and that your Adverſary has 
the Ace, Knave, and one ſmall Card of that 
Suit; and that you have only thoſe three 
Cards: left, and you are to make three Points 
of them. x1] [15-44 £54) RAW 277 | 
Que y. What Card are you to play? 
Anſwer. You are to play-the Ten. 
14 } IX, | S-1 EST! | 
' Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the King, Queen, 
Ten, and Nine of Diamonds. 
09 nos Qui). 
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Query. Which of theſe Suits are you to 
carry, in order to have the faireſt Probability 
of ſcoring the greateſt Number of Points. 


Anſwer. You are to carry the King, Queens 
Ten, and Nine of Diamonds, becauſe the 
Chance of taking in the Ace of Diamonds is 
exactly equal to that of taking in the King of 
Clubs; and alſo the Chance of tak ing in the 
Knave of Diamonds is equal to that of taking 
in the Knave of Clubs; by which Manner of 
diſcarding, you have a Probability of ſcoring 
fifteen Points for your Quint in Diamonds, 
inſtead of four Points for the Quart in Clubs; 
and the Chance for winning the Cards is bet- 
ter, becauſe by taking in the Ace of Diamonds 
you have ſeven Tricks certain, which cannot 
happen by taking in the King of Clubs. 

| oF 


— 


X. . 


Suppoſe you have four Aces and two Kfhps 
dealt you Younger-hand, in-order to capot the 
Elder-hand, you are to make a deep Diſcard,' 
ſuch as the Queen, Ten, and Eight of a Suit; 
by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probadly ca- 
pot the Adverſary. 


XI. 


Suppoſe Elder-hand, that you have the Ace, 
Queen, Seven, Eight, and Nine of Clubs, 


alſo 


Clubs. 
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alſo the Ace, Knave, Seven, Eight, and Nine 
ef Diamonds. 
Query. Which Suit are you to carry, in, 


order to make the moſt Points? | 
Anſwer. Lou are to carry the Ace, Knave, 
Seven, Eight, and Nine of 133 becauſe 
the taking in the King of Diamonds is equal to 


the taking in the King of Clubs, and conſe- 


quently as good. for winning the Cards; but 
8 have the Chance of taking in the Ten of 

tamonds to make you fifteen Points, which 
Event cannot happen by taking in any one 
certain Card in Clubs. "a 


Suppoſe Elder-hand, that you have the Ace, 
Queen, Seven, Eight, and Ten of Clubs, 


alſo the Ace, Knave, Seven, Eight and Ten of 


Diamonds. 
Juery. Which Suit is beſt to carry? 
Anſiuer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 


the Chance of taking in the King of Diamonds 
1 _ to the Chance of taking in the King 


is 
of Clubs, and conſequently as good for win- 


ning the Cards; but you have an additional 


Chance of taking in the Nine of Diamonds to 
make you fifteen Points, which Event cannot 
happen by taking in one certain Card in 


XIII. Sup- 


bum 


him. 
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XIII. 1 | , Em 


Suppoſe you have the Ace, Queen, Ten, 
and two more of a Suit; alſo the Ace, Queen, 
and Ten of another Suit only. And let us 
ſuppoſe, that your Adverſary has ſhewn Six 
Cards for his Lint, ſuppoſe le Ace, ueen, 
and four ſmalt ones, and ſuppoſe you are 
guarded it that Sgit, as ſoon as you have the 
Lead, you are to play from the Suit of whi 

ou have the feweſt in Number, becauſe if he 
is guarded in that Suit, he is. probably un- 
puarded in the other Suit; but ſhould you be- 
gin with the Suit of which you have the moiſt 
in Number, if ke happens to be guarded there, 
you have then no: Chance to. win the Cards; 
which may prove otherwiſe, if you begin wick 
the Suit of which you have the feweſt in Num- 
ber. If he js gust n both Suits yaw have 
no Chance to win the Cards; © © 
03] * oog ent 1G $ 14. - | 
CG} £O e903 10 1 : 


CHAP; I. 
ume COMPUTATIONS, direfing with moral 
Certaility, how to diſtard well any Hand. 
oo IO SO 1ciT ont 
T HE Chance of an Elder-hand's taking in 
one certain Card is three to one againſt 


; # - 
- 
4 - 


tim. 


II. That 
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II. 

That of his taking twWo certain Cards i is 18 1 7 
to I. againſt him 8 113 11 1907 2 12801 | Kii 
4624180 3 anne 3 8 TT ON i tak 
1 biel kriow "What are 95 00 , an I ma 
Eldcr-bar Lakes: in fout Aces! {gs 

ble e ee 

wer, at e takes SE... 
4 "th 4 Acts iv «7 An 4 . * 1 
At leaſt 3 of them is Wilk. 1 * to g * 


| | b og 87 ine $18 1 11 9 0 4 an , 


nn 133 SHOVETY L , 5 110 2613 2 We vp ' 
10-71 Ne 3 Th { 10 2 20 21 * x ft e FR 7 
If an Eder eam. has one Abe. "dealt him, 
what are the Odds: that he takes. in the: other 
re? 1 ' q5 144749 tO JIE 1? 
49 407 nin pin. for! him» 
„ Ai That be takes 5112 


TY \ 
in the 3 Ac Eb. NI If 4 K 01 re a tak 


At leaſt 2 of them about 8 
mo, : to = 
AI AH \ 
If an Elder-hand has two Aces dealt hin ak 
what are the Odds that N. takes. in k the other , 
two? | 
| againſt him, for bim 
2 _ That he takes in wi E's 1 9 
the other 2 Aces is 3 I bim 
At leaſt, x of them! is near | 6M Bas *'6 7 
5 to 4 againſt him, or 4 4 


n 
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VI. 

In cafe the Elder- hand has two Aces and two 
Kings dealt him, what are the Odds that he 
takes in either the two Aces or two Kings re- 
maining? . 
of . <5 5 ag nt im. for him. 
Anſwer, It is about — 1 to £ 
VII, | | 


Elder-hand having neither Ace nor King 
dealt him, what is his Chance to take in both 
an Ace anda King in 2, 3, 4, or 5 Cards?  - 
ZE Sd 24 B8 againſt him. for him. 

Anſwer. In 2 Cards is about 11 to\\.\. 1 

In 3 Cards — 4 to 1 
In 4 Cards — 9 to 5 
In 5 Cards — 33 to 31 


„ 


What are the Odds that a Younger-hand 
takes in two certain Cards ? 
C againſt him. for bim. 
Anſiber.— — 62 to 1 
What are the Odds that a Younger-hand 
takes in three certain Cards ? 
4 : | 2 againſt him. for him. 
„„ — 1 a 1 
| r e Soft TL IE» 941 Th H. 
e deen 11 IX. 8112 210 111 32 
The Younger-hand having no Ate dealt 
bim, what Chance has he for his taking ane? 
againſt him. for him. 


Anſwer, It is — — 28 to 2 
5 | HM 
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If the Younger-hand has one Ace dealt him, 
what are the Odds of his taking in one or two 
of the three remaining Aces? 
| againſt him, for him, 
- Anſwer, That he takes in 0 8 
two of them is about 1 1 oy | : 
At leaſt one of them. — 3 to 2 


. 7-4 4 , I. . , 
What are the Odds that the Vounger- hand 
takes in one certain Cardꝰ 


. 1 194 againſt him. for him, 
| Auſwer. That he _ © 
not take it in is | 

What is the Odds of a Quart-Nlanch? 

5 * — — againſt him. for him, 
Anſwer. — t 1 
C HA F. N. 

An EXPLANATION and APPLICATION F the 

foregoing CALCULATIONS. 


1 

A S by the firſt Calculation it is three to 
one, that, being Elder-hand, you do not 
take in one certain Card:; you have, therefore, 
x better Chance of advancing your Game, by 
carrying two Suits for Points and the Cards, 
than by aiming at Quatorze of Queens, K naves, 

or Tens, Mr 
4 . 


S — 


I 


he 
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IL 


Second Calculation ; to take in two certain 
Cards, Elder-hand, is eighteen to one againſt 


ou. | 

4 Therefore ſuppoſe you have a Quari- Major, 
and two other Aces dealt you, the Odds that 
you do not take in the Ten to your Quari- 
Major, and the other Ace, is eighteen to one 
againſt you; but that you take in one of them, 
is only twenty-one to ſeventeen againſt you. 
And ſuppoſe you have three Aces and three 
Kings dealt you, the Odds are eighteen to one 
zpainſt your taking in the other Ace and the 
other King; yet it is not much above five to 
four, but that you take in one of them. This 
Example ſhews, how you are to diſcard in 
Caſes of the like Nature. ky 


III. . | 

The Odds in taking in four certain Cards, 
3 four Aces, c. being nine hundred and 
ixty-eight to one by the third Calculation, is 
ſo great a Chance of not ſucceeding, that it is 
ſcarce worth further Notice, 

But to take in three Cards out of any four 
certain Cards, Elder-hand, is only thirty-three 
to one againſt you. Te ; 

E x AM y I. E. 

Suppoſe you have two Aces and two Kings 

dealt you, the Odds of taking in three of them 


but of four certain Cards, ſuch as two Kings 
and 
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and one Ace, or two Aces and a King, are 

ny thirty-three to one againſt you. 

But ſuppoſe you ſhould want to take in any | 
two out of four certain Cards, ſuch as the M Ki 
Queen of Clubs, the Ten of Diamonds, the Ml +1: 
Ace of Spades, and Knave of Hearts, being 9, 
'Elder-hand, it appears by the Calculation to be M vo- 
three to one againſt you; and the Odds are Ml iift 
the ſame for any two out of four certain I vo 
Ces.” * De the 
But if, being Elder-hand, you only want MW lik 
done Card out of four, the Odds are five to two | 
in your Favour that you take it in. There- tat 
fore, if you have four Tens, or any inferior MW tai 
Quatorze dealt you, and no Ace, it is great Ml bei 
Odds in your Favour, that, being Elder-hand, Wl dec 
you take in one Ace, and ought to play your cat 
Game accordingly, But you mult always MW in 
conſider the Diſadvantage either of loſing the MW thi 
Cards, or running the Riſk of a Capot, which MW ey: 
you run the Hazard of, by ſpoiling your Hand WI ne 
with keeping four Tens when they are not ha: 
good, | 


— 
By the fourth Calculation ; if you have one 


Ace dealt you, it is one hundred and thirteen tw 
to one that you do not take in the three others; vo 
forty-nine to eight, or about ſix to one, that on 
you do not take in two out of the three; but on 
that you take in one out of the three, is about by 
three to two in your Favour, or one hundred // 


and thirty-ſeven to ninety- one. F 
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7 You have a Quart from a King, and two 
Wl Kings more dealt you; as it is three to ty 
e that you! take in either Ace or Nine to your 
gart to the King, or the fourth King, a 
e you have the Chance of reckoning fourteen Or 
e fifteen Points by this Method- of diſcarding, 
vou ought to play accordingly : And this Me- 
thod ſhews you how to play any Hand of the 
it Wl like Sort. 
But if you ore diſcard, with an Expec- 
tation of taking in two Cards out of three cer- 
tain Cards, the Odds againſt ſuch an Event 
being above fix to one, your Game muſt in- 
deed be very deſperate if you attempt to diſ- 
card to that Pure The Chance of taking 
in three certain Cards, being one hundred and 
thirteen: to one, is a very diſtant Chance; yet 
even ſuch does happen ſometimes, but ought 
never to be ventured;upon, but when a Man 
has no other Reſource in the Game, 


V. ; 


The TR Calculation is, that if. you have 
two Aces dealt you; it is eightcen to one that 

vou do not take in the two other Aces; but 
only ſeventeen to twenty-one that you take in 
one of them, Let us illuſtrate the Uſe of this 


by an Example. Suppoſe you have a Quart- 
Major dealt you, and a Quart to a King, and 


that you are greatly behind your Adyerſary in 
the 


144 4 TREATISE / PIQUET, 
the Game; to take in the Ten to your Quart. 
Major is three to one againſt you; but to take 
in the Ace or Nipe to your Quart to the King, 
is only about five to four againſt you. 

Alſo, by the ſame Rule, ſuppoſe you have 
three Kings and three Queens dealt you, the 
Odds of your taking in both a King and a 
Queen, are eighteen to one againſt you: but 
that of your taking one of them, is only five 
to four againſt you. | 

All other Caſes of the like Nature may be 
diſcarded by this Method of Calculation, 

VI. | 


As, by the ſixth Calculation, it is ſeventeen 
'to two that you do not take in two certain 
Cards out of four, ſuch as two Kings, two 
Queens, &c. you mult not, therefore, con- 
found this with the third Calculation, where 
the Odds are not above three to one that you 
take in two Cards out of the four. 


T3” 
Having neither an Ace nor a King dealt you, 
what are the Odds of your taking in both an 


Ace and aKing in two, in three, in four, or 


in hve Cards? b 
Anſiber. To take in an Ace and a King. 
againſt you. for you. 
In 2 Cards is about hs * W141 
In 3 Cards — — 4 to 1 
In 4 Cards _ 20 5 
5 8 e 


SEE. OT TT; 
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You may obſerve, by the * Calcu- 
lation, what are the Odds of taking in two, 
three, four, or five Cards out of any eight cer- 
tain Cards, and conſequently diſcard to the 
greateſt Advantage. | i — 

The foregoing Calculation is either for the- 
Elder or Younger-Hand, 


Ex AMP L E. 


Let us ſuppoſe the Vounger- hand to have 
two Quatorze againſt him, he may obſerve, 
that it is not above four to one but that he 
takes in one of each of them. The like Rule 
may ſerve for any other eight certain Cards. 
| 1 | 

As by the eighth Calculation it is ſixty-two 
to one, that the Younger-hand does not take 
in two certain Cards, which Event happening, 


he ought not therefore to run the Hazard of fo. 


great a Chance, but when his Game is deſpe- 
rate, and does not promiſe him another Deal. 
Cr IX, 

By the Ninth Calculation, as it is twenty- 
nine to twenty-eight that the Younger-hand 
takes in one Ace, having none dealt him; the 
Calculation is the ſame for any Card out of 
four: earta1n Candsar 35 5 150 - Tee: 


As for EXAMPLE... | 
' Suppoſe you have two Ouarts dealt you 
ſrom the King or Queen of any Suit, it is the 
lame Odds of twenty-nine to twenty-eight, but 


L + F Hl | that 
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that you take in a Card to make one of them a 

Quint, and therefore you are to diſcard accor- 

dingly. ä | 
As alſo, that you take in either Ace, King, 

Queen, or K nave, of any one Suit, when a 


Pique or Repique is againſt you. 


The tenth Calculation is, that if the Youn- 
ger-hand has one Ace dealt him, it is twenty- 
one to one that he does not take in two Aces, 
and about three to two that he does not take 


in one of them ; which Calculation holds good 
in the taking in any three other certain Cards. 
Therefore, for Example, let us ſuppoſe, that 


as it is but three to two againſtwhe Younger- 
hand's taking one Card out of three to ſave a 
Pique, or a Repique,, it would generally be 
reckoned good Play, either to throw one from 
His-Poine, or diſcard a King, Cc. for the Event 
oF fuck a Chance 
By the Eleventh Calculation it is ſeventeen 
to three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odds 
of not ſucceeding in this Caſe are ſo greatly 
againſt you, that it ought not to be attempted, 


eſpecially if the winning or ſaving the Cards 


is riſked by ſo doing, except in deſperate Caſes, 


CHAP, 
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. 
Cas Es of CurIosiTY and INSTRUCTION. 
J. 


8 UP POSE you are Younger-hand, and 

that you . the Queen, Knave, Seven, 
Eight, and Nine of Clubs; alſo the Seven and 
Eight of Diamonds, the Seven of Hearts, and. 
the Ten, Nine, Eight, and Seven of Spades; 
and that the Elder-hand has left a Card : 

Query. How are you to diſcard, to put it in 
the Power of the Cards to repique the Elder- 
hand? 

Anſwer. You are to carry the five Clubs and 
the four Spades, and to leave a Card; and b 
taking in the Ace, King, and Ten of Clubs, 
you repique your . 


, IT. 


Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and 
tae Ace of Spades : 

Query. Whether you repique the Younger- 


hand, or not ? 


Anſwer. The Younger-hand may have a 
Juarte- Blanche, by having three Quurts from a 
Ten, which reckons firſt; and therefore he is 
not repiqued, 

| III. 
What is the higheſt Number to be made of 


H 2 Anſwers 


a Pique ? 
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Anſw:r. Eighty-two Points. 

What are the Cards which compoſe that 
Number ? 

 Anfwir. A Quart-Major in Clubs, a Quart. 
Maj or in Diamonds, Ace, King, and Ten of 
"7 6] with the Ace of Spades, 

This is only upon Suppoſition that the 
Duart-Majr is good for every Thing. 


Ms IV. 


What is the higheſt Number to be made of 
a Repique and Capot ? 
Anſwer. A hundred and ſeventy Points. 
What are the Cards which compeſe that 
Number ? 
Anſwer. The four Terce- Majors, which are 
bY ppoſed to be good for every Thing. 


V. 


Suppoſe you are Elder-hand, and that you 
want eight Points of the Cams: and that the 
Younger-hand wants twenty-three Points; and 
ſuppoſe you have dealt you the Ace, King, and 
Queen of Clubs; the Ace, King, and Ten of 
Diamonds; the Ace, Knave, Sd Nine of 
Hearts; the EK nave, Nine, and Seven of Spades: 
 ®wery. How are you to diſcard, to prevent 
any. Poſſibility of the Younger-hand's makinz 
twenty- three Points, and he i is not to reckon 
Puarte- Blanche 3 4 


py | Anſwer, 


A TagArISE on PIQUET. ms 


Anſwer. You are to diſcard the King and 
Queen of Clubs, the Knave, Nine, and Se- 
ven of Spades; by which Method of diſcard- 
ing you are certain to make eizht Points, be- 
ſore the Younger-hand can make twenty-rarce 
Points, 


VE 


| Suppoſe you have the Ace, Que; and 
Knave of Clubs, with the King and Ten of 
Diamonds ; and ſuppoſe your Adveriary has 
the Ace, Queen, and Knave of Diamonds, and 
the King and Ten of Clubs, your Adverſary 
beiag to lead, is to make five Points, or to loſe 
the Game: 

Query. How ſhall you play to prevent him 
from making of five Points* - | 
Anſtver, When he plays bis Ace of Clubs, 
you are to play your King of Clubs; by which 


Means he can only make four Points ? 


VII. 


A and B play a Partie at Piquet. 

They are one e each of the Partie. 

A has it in his Power to win the ſecond 
Game; but then he is Younger-hand at the 
Beginning of the next Game. 

A has it alſo in his Power to reckon only 
ninety-nine Points of the ſecond Game, and 
B is to be ſeventy, _ 7 

Query. Whether it is 4's Intereſt to win the 
ſecond Game, or not ? 
H 3 Auf wars | 
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Anſwer. It is A's Intereſt to win the ſecond 


Game, in the Proportion of fourteen to thir- 
teen in his F avour, 


CH AL VT, 


Same COMPUTATIONS for laying TP at the 
Game of PIQUET 


; 
I's is five to four that the Elder-hand wins 
the Game, 
II. 


It is about two to one that the Elder-hand 
does not lurch the Younger-hand, 
| UL 


It is near four to one that the Younger-hand 
does not lurch the Elder-hand. 


Saupe A and B make a Partie at Pioukr. 


I, 


A has the Hand ; what are the Odds that 4 


wins the Partie ? 
Anſwer, About twenty-three to twenty. 


* 


If A has one Game, and B one '2 hz 
who is Eldeſt-hand has above five to four to 
win the Partie ? 


. "; III. If 


Af TREATISE on PIQUET. 151 


III. 


If A has two Games Love before they cut 
for the Deal, the Odds are above four to one 
that he wins the Partie. 


IV. | 
If A has two Games Love, and A has the 


Hand, the Odds are about five to one that he 
wins the Partie. 


e V. | 

Tf B has the Hand when A is two Love, the 
Odds in favour of A are about three and 4 half 
to one. 


V. 


If A has two Games, and B one, before 
they cut, the Odds in Favour of A are above 
two to one. 


2 * 
„ 


vn. 
If I has the Hand, and two Games to one, 
the Odds are about lon to four. 


VIII. 


If B has the Hand, when A i is two Games 
to one, the Odds in F avour of A are about 
nine to five. 


EAX. | 
If. A is one Game Love, and Elder-hand, 


the Odds in Favour of A are about ſeyenteen 
to ſeven, 


H 4 X, Ic 
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If A has one Game Love, and Younger- 
hand, the Odds in Favour of A ate about . two 
to one, 


„ GAA T VI 
Laws of the Game at PIQUE T. 


J. 


HE Elder-hand is obliged to lay out one 
"Card. 


IL. 
Tf the Eier hand takes in one of the three 


+ Cards which belong to the Younger hand, he 


loſes the WO 
- III. 


1 the 3 in taking his five Cards, 
ſhould happen to turn up a Card belonging to 
the Younger-hand, he 1s to reckon nothing 
that Deal. 


6 


11 the Elder or Vounger-hand play with 
thirteen Cards, he counts nothing. 


V. 


If the Elder-hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand 
the Deal or not; and if he chuſes to ſtand the 
Deal, he is to diſcover it, and to diſcard five 


Cards, and to take in four only. 
_ H 5 1 


h 


vi 


1 e 


BD 0 we FF 


f 
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VI. 


If the Elder or Vounger-hand reckons what 
they have not, they count nothing. 


ES. --.- 
If the Elder-hand touches the Stock after he 
has diſcarded, he cannot alter his Diſcard. 
| „ | 
If a Card is faced, and it happens to be diſ- 
covered, either in the Dealing or in the Stock, 


there muſt be a new Deal, unleſs it be the 
botiom Card, 


; IX. 
If the Dealer turns up'a Card in dealing, be- 


longing to the Elder. hand, it is in the Option 
of the Elder-hand to have a new Deal, 
X. 


If the Younger-hand takes in five Cards, it 
is the Loſs of the Game, unleſs the Elder-hand 
has left two Cards. 


XI. 


Tf the Elder-hand calls forty-one for his 
Point, which happens to be a 2zart-Major, 
and it is allowed to be good, and only reckons 
four for it, and plays away, in this Caſe he is 
not intitled to count more. 0 


XII. 


If the Elder-hand ſhews a Point, or Quart, 
or Terce, and aſks if they are good, and after- 


Hs WaraS 


* 
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warqds forgets to reckon any of them, it bars 
the Vounger- hand from reckoning any of equal 


Value. 
| XIII. 


Quarte-Blanche counts firſt, and conſequent- 
ly faves Piques and Repiques : It allo piques 
and repiques the Adverſary, in the ſame Man- 
ner, as if thoſe Points were reckoned in any 


other Way, 10 
1 XIV. 


Quarle- Blanche reckons before any Thing 
elſe; but need not be ſhewn till the Adverſary 
haas firſt diſcarded ; only, if you are Elder- hand, 
you mult bid the Younger-hand to diſcard for 
Duarte-Blanche ; which after he has done, you 
ſhew your Blanche by counting your Cards 
down one after another. | | 


| XV. 
Jou are to cut two Cards at the leaſt. 


XVI. 


If you call a Point, and do not ſhew it, you 


' reckon nothing for it; and the Younger-hand 7 


may ſhew, and reckon his Point. 


' XVII. 
If you play with eleven Cards, or fewer, no 
Penalty attends it. | 
XVIII. 
If the Elder- hand leaves a Card, and after 
he has taken in, he happens to put to his Diſ- 
card the four Cards taken in, they muſt remain 
$5 Og. With 


e 
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with his Diſcard, and he only play with eight 
Cards, viz. thoſe added to his Diſcard. 

EO XIX. | | 

If the Younger-hand leave a Card or Cards, 
and mixes it with his Diſcard before he has 
ſhewn it to the Elder-hand, who is firſt to tell 
bim what he will play, the Elder-hand is in- 
titled to ſee his whole Diſcard. | 

XX. 

If the Vounger-hand leaves a Card or Cards, 
and does not ſee them, nor mixes them to his 
Diſcard, the Elder-hand has no Right to ſee 
them; but then they mult remain ſeparate 
whilſt the Cards are playing, and the Younger- 
hand cannot look at them neither all that 
while, 

XXI. 
If the Younger-hand leaves a Card or Cards, 
and looks at them, the Elder- hand is intitled to 
ſee them, firſt declaring what Suit he will lead. 


XXII. 


If the Dealer deals a Card too many, or too 
few, it is in the Option of the Elder-hand to 
have a new Deal ; but if he ſtands the Deal, he 
muſt leave three Cards for the Vounger- hand. 


XXIII. 


Jou are, in the firſt Place, to call your 
Point; and if you have two Points, if you de- 
ſign to reckon the higheſt, you are to call that 
firſt, and are to abide by your firſt Call. 


H 6. XXIV. ven 
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XXIV. 


You are to call your Terces, Duarts, Cinques, 
&c. next; and to call the higheſt of them, in 
eaſe you deſign to reckon them. 


XXV. 


You are to call a Quatorze preferable to 
three Aces, Cc. if you deſign to reckon them. 
XXVI, 


Ikf you call a Terce, having a Quart in your 
Hand, you muſt abide by your firſt Call, 


—— 


s8OME 

RuLESs and OBSERVATIONS 
r 
Playing well at CHESS. 


I. 


O U ought to move your Pawns before 
you ſtir your Pieces, and afterwards to 
bring out your Pieces to ſupport them; there- 
fore the Kings, Queens, and Biſhops Pawns 
ſhould be the firſt played, in order to open your 
Game well, 3 


II. 77 
You are not, therefore, to play out any of 
your Pieces early in the Game, becauſe you _ 
thereby loſe Moves, in caſe your Adverſary has 
it in his Power, by playing a Pawn upon them, - 
to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 
your Queen out, till your Game is tolerably 
well opened, | 


3 4 III. Avoid. 
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III. 


Avoid giving uſeleſs Checks, 05 never give 


any, unleſs you thereby gain ſome Advantage, 
becauſe you may loſe the Move if he can either 
take or drive your Piece away. 


IV. 


Never crowd your Game by having too 


many Pieces together, for fear of choaking up 
your Paſſage, ſo e your advancing 


t 7 
or retreating your Men as Occaſion may re- 
quire. . 


If your Game happens to be crowded, en- 
deavour to free it by making Exchanges of 
Pieces or Pawns, and caſtle your King as ſoon 
as you conveniently can. A 

| . | 

Endeavour to crowd the Adverſary's Game, 
which is to. be done thus : When he plays out 
his Pieces before he does his Pawn, you are 
to attack them as ſoon as you can with your 
Pawns, by which you may make him loſe 
Moves, and conſequently crowd him. 

VII. 

Never attack the Adverſary's King without a 
fufficient Force; and if he attacks your King, 
and you have it not in your Power to attack 
his, you are to offer Exchanges with him; and 


f he retires, when you preſent a Piece to ex- 


change, 
2 
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you gain an Advantage. 


for Playing at CHESS. 159 
change, he may loſe a Move, and conſequently 


VIII. 


Play your Men in ſo good Guard of one 
another, that if any Man you advance be 
taken, the adverſe Piece may alſo be taken by 
that which guarded yours; and for this Purpole, 
be ſure to have as many Guards to your Piece, 
as you ſee your Adverſary advances Pieces upon 
it; and if you can, let them be of leſs Value 
than thoſe he aſſails with. If you find that you 
can't well ſupport your Piece, ſee if, by attack- 
ing one of his that is better, or as good, whether 
you can't thereby ſave yours. 


IX. 


Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for 
thereby you open your Adverſary's Game, and 
make him ready prepared to pour in a ſtrong. 
Attack upon you, as ſoon as your weak one 
is over. | 


Never play any Man till you have examined 
whether you are free from Danger by your 


Adverſary's laſt Move; nor offer to attack till 
you have conſidered what Harm he would be 


able to do you by his next Moves, in Conſe- 


quence of yours, that you may prevent his De- 
hens, if hurtful, before it be too late. 


XI. When 
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When your Attack is in a proſperous Way, 
never be diverted from purſuing your Scheme 
(if poſſible) on to giving him Mate, by taking 
any Piece, or other Advantage, your Adver- 
ſary may purpoſely throw in your Way, with 
the Intent, that by your taking that Bait, he 


might gain a Move that would make your De- 
ſign miſcarry. 


XII. 


When you are purſuing a well-laid Attack, 
but find it neceſſary to force your Way through 
your Adverſary's Defence, with the Loſs of 
ſome Pieces ; if, upon counting as many Moves 
forward as you can, you find a Proſpect of 
Succeſs, ruſh on boldly, and ſacrifice a Piece 
or two to gain your End: Theſe bold Attempts 
make the fineſt Games. 


XIII. 


Never let your Queen ſtand ſo before your 
King, as that your Adverfary, by bringing a 
Rook or a Biſhop, might check your King if 
ſhe were not there, for you might hardly chance 
to ſave her. | 


Let not your Adverſary's Knight (eſpecially 
if duly guarded) come to check your King 
and Queen, or your King and Reok, or your 
Queen and Rook, or your two Rooks, at the 
ES 15 ſame 


if 
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fame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 
Queen or the Rook mult be loſt; and in the 
two laſt Caſes, a Rook muſt be loſt, at beſt, 
for a worſe Piece, 


XV. 


Take Care chat no guarded Pawn of your 
Adverſary's fork two of your Pieces. 


XVI. 


When the Kings have caſtled on different 
Sides of the Board, the Adverſary muſt ad- 
vance upon the other King the Pawns he has 
on that Side of the Board, taking Care to 
bring his Pieces, eſpecially his Queen and 
Rooks, to ſupport them; and the King that 
has caſtled, is not to ſtir his three Pawns till 
forced to it. . „ 


XVII. 
In playing the Game, endeavour to have a 


Move, as it were in Ambuſcade; what is 


meant by it, is to place the Queen, Biſhop, 
or Rook behind a Pawn, or a Piece in ſuch a 
Manner, as that upon playing that Pawn, or 
Piece, you diſcover a Check upon your Adver- 
fary's King, and conſequently may often get a 
Piece, or ſome other Advantage by it. 


XVIII. 


Never guard an inferior Piece with a better, 
if you can do it with a Pawn, becauſe that 
better 
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better Piece may in that Caſe be, as it were, 


out of Play; for the ſame Reaſon, you ought | 


not to guard a Pawn with a Piece, if you have 
it in your Power to guard it with a Pawn, 


AR. * 


A Pawn paſſed, and well ſupported, often 
coſts the Adverſary a Piece. And if you play 
to win the Game only, whenever you have 
gained a Pawn, or any other Advantage, and 
are not in Danger of loſing the Move thereby, 
make as frequent Exchanges of Pieces as you 
can. SEL 20 


XX. 


If you have three Pawns each upon the 
Board, and no Piece, and you have one cf 

our Pawns on one Side of the Board, and 
the other two on the other Side, nd your 
Adverſary's three Pawns are oppoſite to your 
two Pawns, march with-your King, as ſoon as 
you Can, to take his Pawns; and if he goes 
with his King to ſupport them, go on to 
Queen with your ſingle Pawns, and if he goes 
to hinder him, take his Pawns, and puſh the 
others to Queen, This ſhews the Advantage 
of a paſs'd Pawn, 

| 0 XXI. 

At the latter End of a Game, each Party 
having only three or four Pawns on different 
Sides of the Board, the Kings are to endea- 
vour to gain the Move, in order to win the 

| Came, 


* 
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Game, For Example: If you bring your 
king oppolite to your Adverſary's King, with 
only one Houſe between you, you will have 
gained the Move, 


XXII. 
When your Adverſary has his King and one 


Pawn on the Board, and you have your King 
only, you will never loſe that Game, if you 
can bring your King to be oppolite to your Ad- 
verfary's, when he is immediately either before, 
or on one Side of his Pawn, and there is only 
one Houſe between the Kings. 


XXIII. 


When your Adverſary has a Biſhop and 
one Pawn on the Rook's Line, and his Biſhop. 
is not of the Colour that commands the Cor- 
ner-houſe his Pawn is going to, and you have 
only your King, if you can get into that Cor- 
ner you can't loſe that Game, but may win it 
by a Stale. 


* 


XXIV. 


When you have greatly the Diſadvantage 
of the Game, having only your Queen left in 
Play, and your King happens to be in the 
Poſition of Stale-Mate, keep giving Check to 
your Adverſary's King, always taking care 
not to check him where he can interpoſe any 


of his Pieces that makes the Stale ; ſo doing, 


you will at laſt force him to take your Queen, 


j 
| 
: 
| 

: 
| 
; 
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and then you win the Game, by being in a| 


Stale-Mate. | 
XXV. 


Never cover a Check with a Piece that a 


Pawn puſh'd upon it may take, for fear of only 
getting that Pawn fer it. 


XXVI. 


Always take care that your Adverſary's King 
has'a Move, for fear of giving a Stale-Mate ; 
therefore don't crowd him up with your Pieces, 
leſt you inadvertently give one. 


Explanations and Applications of ſome of the forts 
going RULES and OBSERVATIONS. 


| I. | 
HETHER you play the open Game, 
| or the cloſe Game, be ſure you bring 

out all your Pieces into Play before you begin 
to attack: for if you don't, and your Ad- 
verſary does, you will always attack, or be at- 
tack'd, at a great Diſadvantage: This is ſo 
eſſential, that you had better forego an Ad- 
vantage than deviate from it; and I may ven- 
ture to pronounce, that no Perſon can ever 
lay well at this Game, that does not put this 
Rule ſtrictly in Practice; and don't let any 
Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advantage from them; they are juſt 
as neceſſary, as it is at Whiſt to deal 1 
| ards 
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Cards round before you begin to play. In or- 
der to bring out your Pieces properly, I would 


N them out ſo as not to be drove back again. 
es, = IL 
When you have brought out all your Pieces, 
re- is 1 have premiſed, which you will have done 
very well, eſpecially if you have your Choice 
on which Side to caſtle (which I would al- 
 WEvays adviſe to do) I would then pauſe a while, 
ne, Mind conſider thoroughly my own and my Ad- 
ng Nerſary's Game, and from his Situation, and 
gin oblerving where he is weakeſt, I would not 
Ad- MWoenly take my Reſolution where to caſtle, but 
at- Mlikewiſe where to begin my Attack; and it 
s ſo MWitands to Reaſon you can't do it in a better 
Ad- MW? lace than where you are ſtrongeſt, and your 
en- Minemy weakeſt, By this Method, it is very pro- 
ver Nlable that you will be able to break through 
this Mjour Adverſary's Game, in which Fray ſome 
any Nfieces muſt of Courſe: be exchanged. But 
ves {Mow pauſe again, and ſurvey both Games at- 
im- Nentively, and don't let your Impetuoſity hurry 
juſt Nou on too far with this firſt ducceſs; and my 
teen | Advice 


ards 


adviſe to puſh on your Pawns firit, and ſupport 
them with your Pieces; and you will receive 
this Advantage from it, that your Game won't 
be crowded: I mean by this, that all your 
Pieces will be at Liberty to play and aſſiſt each 
other, and ſoco-operate towards obtaining your 
End; and this farther is to be obſerved, that, 
either in your Attack, or Defence, you bring 
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Advice to you now in this critical Juncture 
(eſpecially if you ſtill find your Adverſary 
pretty ſtrong) is to rally your Men again, and 
put them in good Order for a ſecond or third 
Attack, if needfu], ſtill keeping your Men 
cloſe and connected together, ſo as to be of 
Uſe to each other: For want of this Method, 
and a little Coolneſs, I have often ſeen an al- 
moſt ſure Victory ſnatch'd out of a Player's 
Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 
the Game, nevertheleſs, by obſerving theſe 
Directions, I apprehend you may ſtill be very 
ſure of having a well-diſpoſed Game; and this 
brings me to the third Part of the Game, 
which is the Concluſion. D 


III. 


And now that I am come to the laſt Period 
of the Game, which abounds alſo with Difi- 
culties and Niceties, it muſt be obſerved, 
where your Pawns are ſtrongeſt, beſt con- 
nected together, and neareſt to Queen ; you 
mutt likewiſe mind how your Adverſary's 
Pawns are diſpoſed, and in what Degree of 
Preferment they are; and compare theſe 
Things together; and if you find you can get 

to Queen before him, you muſt proceed with- 

out Hefitation ; if not, you muſt hurry on 
with your King to prevent him: I ſpeak now, 
as ſuppoſing all the Noblemen are gone; if 
not, they are to attend your Pawns, and * 
N wiſe 
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wite to prevent your Adverſary from going to 


Queen. | - 


* 


S1me general RULE $, by May of Corroboration 
and RI nn: to-rohat has been f e 


I. 
58 ON*T be too much afraid of loſing a 
|: Rook for an inferior Piece: My Reaſon 


in Is this; although a Rook is better than any 

le I ether, except the Queen, yet it ſeldom comes 

yy into Play, ſo as to operate, until the End of 

is I the Game; and therefore it happens very often, 

e, chat it is better to have a leſs good Piece in 
Play than a better out. 


II. 


\d When you have moved a Piece, ſo that 
5. WM jour Adyerfary drives you away with a Pawn, 
d, Jake it for granted (generally ſpeaking) that 
1- Wit is a bad Move, your Enemy gaining that 
du double Advantage over you of advancing him- 
's Milf, and making you retire : I think this de- 
of erves Attention; for although the firſt Move 
ſe may not be bein between equal and good 
et Players, yet the Loſs of one or two more, after 
che firſt, makes the Game almoſt irretrievable. 
n Alſo, if you defend arid can recover the Move, 
„„ Wo the Attack (for they both go together) you 
if re in a "ey Way of winning. 


ſe = * III. If 
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III. 


If you make ſuch a Move as that, having 
Liberty to play again, you can make nothing 
of it, take it for granted it is an exceeding bad 
one; for at this nice Game no Move can be 
indifferent. 


1 LY. 

If your Game is ſuch, that you have ſcarce 
any Thing to play, tis your own Fault, either 
for having brought out your Pieces wrong, 
or, which is worſe, not at all; for if you have 
brought them out right, you muſt have Va- 


riety enough to play. 


V. 


Don't be too much afraid of doubling a 
Pawn ; three Pawns together are ſtrong, - but 
four, that make a Square, with the Help of 
other Pieces well managed, make an invincible 
Strength, and, probably, in Timeof Need, may 

roduce you a Queen: On the other Side, two 
awns, with an Interval between, are no better 
than one; and if, imprudently, you ſhould 
have three over each other in a ts your 
Game can't be ina worſe Situation : Examine 
this on the Table, and the Truth of it will 
ſtrike you. Your Buſineſs, therefore, is to keep 
your Pawns cloſe cemented and connected to- 
gether, and it muſt be great Strength on the 
other Side that muſt oyerpower them. 
VI, When 


00% 0 
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VI. 


When a Piece is ſo attacked as that you 


cannot ſave it, give it up, and beſtow your 
Thoughts how to annoy your Enemy in ano- 
ther Place; whilſt he is taking it; for it very 


often happens, that whilſt your Adverſary is 


running madly after a Piece, you either get a 
Pawn or two, or ſuch a Situation as ends in his. 
Deſtruction. Ws 

Ce | VII. 


25 8 14 : T; , ; * 4 1 
Suppoſing your Queen and another Piece 


are attacked at the ſame "Lime, and, that by 
removing your Queen you muſt loſe your Piece: 
in this Caſe, if you can get two Pieces in Ex- 
change for your Queen, eu adviſe you ra- 
ther to do it than retire; for obſerve, tis the 


Difference of three Pieces, which is more than 


the Worth of a Queen; beſides that you keep 
your Game entire; and preſerve your Situation, 


which very often is better than a Piece ; nay, 
rather than retire,. I would give my Queen for 


a Piece, and a Pawn or two, nay, almoſt for 
what I can get; for do but obſerve, amongſt 
good Players, this one Thing, (to convince you 
this' Advice is not bad) that when the Attack' 
and Defence is thoroughly formed, and every 
Thing prepared for the Storm, if he that plays 
rſt is obliged by the Act of the Perſon that 
defends to retire, it generally ends in the Loſs 


+ 


of the Game of the attacked Side. 
I VIII. Don't 
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VIII. 


Don't aim at changing without Reaſon; 
*tis ſo far from being right, that a good Player 
will take this Advantage of it, that he will 


ſpoil your Situation, and mend his own ; But. 


in theſe following Caſes tis quite right; when 


you are ſtrongeſt, eſpecially by a Piece, then 


every Time you change, your Advantage in- 
creaſes; this is ſo plain it needs no Argument. 
Again, when you have played a Piece, and 
your Adverſary oppoſes one to you, change di- 
rectly, for it is e r wants to remove you; 
prevent him, therefore, and don't loſe the 
F e e arty 


IX. 


Every now and then I would have you caſt 


up your Game, and make the Balance, then 


take your Meaſures accordingly. 
2 : A. Foe 
At the latter End of the Game. eſpecially, 
remember your King is a capital Piece, and 


don't let him be idle 3 tis by his Means, ge- 


nerally, you get the Move and the Victory. 

| Obſerve this alſo, that as the Queen, Rook, 
and Biſhop operate at a Diſtance, *tis not al- 
ways neceſſary in your Attack to have them 


near your Adverſary's King; they do better at 
LES | a Diſtance, 


0 
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a Diſtance, can't be drove away, and prevent 
a Stale-Mate. 


XII. 


When you have a Piece that you can take, 
and that can't eſcape you, don't be in a Hurry; 
ſee where you can make a good Move elſe- 
where, and take it at your Leiſure. 


XIII. 


Tis not always right to take your Adver- 
fary's Pawn with your King, for very often it 
happens to be a Safe - guard and Protection to 
your King. Ay 

XIV. 


When you can take a Man with different 
Pieces, don't do it with'the firſt that occurs, 


but conſider thoroughly with which you had 
beſt take it. 15 


' Laws at CHESS, 


I. a 
JF you touch your Man you muft play it, and 
if you quit it you cannot recall it. | 
1 II. 


If by Miſtake, or otherwiſe, you play a falſe 
Move, and your Adverſary takes no Notice of 


it till he hath played his next Move, neither of 
you can recall it. 


I 2 III. If 


* 
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III. 
If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power, or 
Choice, whether he will permit you to begin 
the Game, or not. | 


IV. 


If the Adverſary playeth or diſcovereth a 
Check to your King, and gives no Notice of 
it, you may let him ſtand fo till he gives 


Notice. 

| 1g 

After your King has moved, you cannot F 
caſtle, 


End of the GAMEs of PIQUET and Cnkss. 
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TREMT1SE 
On the GAME of 
BACK-GAMM ON. 


CONTAINING, 


A 'TanLs of the thirty-ſix 
Chances, with Directions 
how to find out the Odds of 
being hit, upon ſingle or 
double Dice. 

Rules whereby a Beginner 
may, with due Attention 
to them, attain playing it 
well. 

The ſeveral Stages for carry- 
ing your Men home, in 
order to loſe no Point, 


How to find out who is for- 
wardeſt to win a Hit. 

Caſes ſtated for Back-Games, 
with Directions ho to play 
for one, 

Caſes ſtated, how to know 
when you may have the bet- 
ter of ſaving a Gammon by 
running. 

Variety of Caſes of Curiolty 
and Inſtruction, 


| The Laws of the Game. 


The E1G6RkTH EDITION. 


By EDMOND 


HoyLe, Gent, 


Ng Te erg Te ops 555 


1 


3 


; 


A SHORT. 
TR EATISE 


On the GAME of 


BACK-GAMMON. 


CHAP. I. 

ECAUS E it is neceifing for a Launer 

to know, how many Points he ought to 
throw upon the two Dice, one Throw with 


another, we ſhall take the e Method 
to demonſtrate it. 


8 i087 a X AMPLE, 
I would FRET how many Chances there are 
upon two Dice? 
The Anſwer is thirty-ſix. 
I would alſo know how many Points there 
are upon the Thirty-ſix Chances? 8 


1 . + BUS 


| 
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The Anſwer to which take as follows : 


DW % OSS 


Sixes 
and 5 twice 
and 4 twice 


and 3 twice 


and 2 twice 
and 1 twice 
and 4 twice 


aud 3 twice. 


and 2 twice 


and 1 twice - 


and 3 twice 


and 2 twice 
and 1 twice 


and 2 twice 
and 1 twice 
and 1 twice 


Divided by 36 4, 8 


. 


we © ** 
| 8 | 


11411 


7 


FD 


we by bw — oy: hy: ag = — jo MD. 
0 MM DOS 


inn 
ESREELLTLL 


» —— — 


Poinls. 


20 


my 
* 


— 
0 0 


Points. 


3 


da 


6 


294 divided by 36,. ſolves the Queſtion; by 
which it appears, that one Throw with another 
you may expect to thro 8 upon two Dice. 


I would 
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I would know how many ane there are 


upon 2 Dice? 
1 he Anſwer is 36, which are as s follows : : 


* ! 
OGG GG OGS SSS 


Sixes 

Fives 
Fours 
Trois 
Deuces 
Aces 

and 5 twice 
and 4 twice 
and 3 twice 


and 2 twice 
and 1 twice 


and 4 twice 
and 3 twice 
and 2 twice 
and 1 twice 


and 3 twice 


and 2 twice 
and 1 twice 
and 2 twice 
and 1 twice 
and 1 twice 


„ DIITEEFI 


/ EE 1 


00 5 ü 
OM OS 7 23 6 RO NOTE ͤ ˙'qw»ÜÄ 6D Dade 4. 0h 


Becauſe a Learner may be at a Loſs to find 
out, by this Fable of 36 Chances, what are the 
Odds of being hit, upon a certain, or flat Die, 
let him take the following Method. 


I 5 


ExXAM= 
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EX AN l. 


To know the Odds of being hit upon an 
Ace? 


Look in the Table, where you will and 


thus * marked, | 


* 6 and i twice — — 2 
* 5 and 1 twice — — 2 
23 and I twice — — 2 
* 4 and 1 twice — — 2 
* 2 and 1 twice — — 2 
Total 11 

| Which deducted from 36 


The Remainder is 25 
By this Method it appears, that it is 25 to 


' 11 againſt hitting an Ace, upon a certain, or 
flat Die. 


The 
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To explain farther to a Learner how to 
make uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain or flat Die, this ſecond Example 
is here added to ſhew how to find by that Table 
the Odds of being hit upon a 6. 


2 Sixes 

2 Trois 

2 Deuces 

6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 
5 and 1 twice 
4 and 2 twice 


Irrel LEI 
44 441-144 


- Which deduQed from 


IS lssss sss mm = 


Remainder is—19 


By the foreguing Example it is evident, that 
it is 19 to 17 againſt being hit upon a 6. 


The Odds of 2 Love is about 5 to 2. 
and of 2 to 1 . 
and of 1 Love 2 


CHAP. 


. 
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CHAP. II. 


I, | 
IF you play three up at Back-gammon, your 
principal View, in the firft Place, is, either 
to ſecure your own or your Adverſary's Cingue 
Point; when that is effected, you may play a 
puſhing Game, and endeavour to gaminon 
your Adverſary. | 


þ © 


The next beſt Point (after you have gained 
your Cinque Point) is to make your Barr Point, 
thereby preventing your Adverſary's running 
with 2 Sixes. | 


III. 


After you have proceeded thus far, you are, 
in the next Place, to prefer the making your 
Quatre Point in your own Tables, rather than 
the Quatre Point out of them. 


1 


Having gained theſe Points, you have a fair 
Chance to gammon your Adverſary, if he is 
very forward: For, ſuppoſe his Tables are 


broke at home, it will be then your Intereſt to 
open your Barr Point, and to oblige him to 


come out of your Tables with a 6; and having 
Foun Men ſpread, you not only may catch that 
Man which your Adverſary brings out of your 
Tables, but you will alfo have a Probability of 

* | taking 
5 
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taking up the Man left in your Tables, (upon 
Suppoſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blot at home, it will 
then be your Intereſt not to make up your 
Tables; becauſe, if be ſhould enter upon a 
Blot, which you are to make for the Purpoſe, 
_ will have a Probability of getting a third 


an; which, if accompliſhed, will give you, at 


leaſt, 4 to 1 of the Gammon ; whereas, if you 
have only two of his Men up, the Odds is in 
his Favour that you do not gammon him. 


V. 
If you play for a Hit only, 1 or 2 Men taken 
up of your Adverſary's, makes it ſurer than a 
greater Number, provided that your Tables 
are made up. 
VI. 
 DinxcTI1oONs how to carry your Men home. 


When you carry your Men home, in order 
to loſe no Point, you are to carry the molt 


diſtant Man to your Adverſary's Barr Point, 


that being the firſt Stage you are to place it on ; 
the next Stage is 6 Points farther, v2z. in the 
Place where your Adverſary's 5. Men are firſt 
placed out of his Tables; the next Stage is 
upon the ſixth Point in your Tables. This 
Method is to be purſued till all your Men are 
brought home, except 2, when by loſing a 
Point, you may often ſave your Gammon, by 

| putting 
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putting it in the Power of 2 Fives, or 2 Fours 
to ſave it. 


„ e —@ 


If you play to win a Hit only, you are to 


endeavour to gain either your own or your Ad- 
verſary's Cingue Point; and if that fails, by 
your being hit by your Adverſary, and you 
tind that he is forwarder than you, in that Caſe 
you - muſt throw more Men into his Tables. 
The Manner of doing it is thus: Put a Man 
upon your Cinque or Barr Point, and if your 
Adverſary neglects to hit it, you may then gain 
a forward Game inſtead of a back Game; but 
if he hits you, you muſt play for a back Game, 
and then the greater Number of Men which 
are taken up, makes your Game the better, 
becauſe you will, by that Means, preſerve your 
Game at home; and you muſt then always en- 


deavour to gain both your Adverſary's Ace and 


Trois Points, or his Ace and Deuce Points, and 
take Care to keep 2 Men upon his Ace Point, 
that if you chance to hit him from thence, that 
Point may remain ſtill ſecure to you. 


0 comme BOD er e 
At the Beginning of a Set do not play for a 
back Game, becauſe by ſo doing you would 


play to a great Diſadvantage, running the Riſk 


cf a Gammon to win a ſingle Hit, 


n CHAR 


LL 


| 
F 
7 
. 
. 
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„ 
DiREcTioNs r playing at ſetting out the 
306 Chances of the Dice, when you are to play 
Fer a Gammon, or for a ſingle Hit, 
WE 
WO Aces, to be played on your Cinque 


1 Point, and Barr Point, for a Gammon 


or for a Hit. 
a II. 


Two Sixes, to be played on 8 Adverſary's 
Barr Point, and on your own Barr Point, for a 
Gammon, or for a Hit. 

. III. 5 

- © Two Trois, two to be played on your 
Cinque Point, and the other two on your Trois 
Point in your own Tables, for a Gammon only. 
8 „„ —_ 

- + Two Deuces, to be played on your Quatre 
Point in your own Tables, and two to be 
brought over from the five Men placed in your 
Adverſary's Tables, for a Gammon only. 

t Two Fours, to be brought over from the 
five Men placed in your Adverſary's Tables, 
and to be put upon the Cinque Point in your 

own Tables, for a Gammon only. 


VI, T'wo 
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VI. 


Two Fives, to be brought over from the 
five Men placed in your Adverſary's Tables, 
and to be put on the Trois Point in your own 
Tables, for a Gammon, or for a Hit. | 


VII. 


Size Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit. 


VIII. 


Size Deuce, a Man to be brought from the 
five Men placed in your Adverſary's Tables, 
and to be placed on the Cinque Point in your 
own Tables, for a Gammon, or for a Hit. 


a IX. OT 
Six and Three, a Man to be brought from 
yeur Adverſary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit. 

Six and Four, a Man to be brought from 
your Adverſary's Ace Point, as far as he will 
go, for a Gammon, or for a Hit. 

XI. 
Six and Five, a Man to be carried from your 


Adverſary's Ace Point, as far as he can go, for 
2 Gammon, or for a Hit. 50 


XII. Cinque 
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| XII. 
Cinque and Quatre, a Man to be carried from 


your Adverſary's Ace-Point, as far as he can 
go, fora Gammon, or for a Hit. 


XIII. 


Cinque Trois, to make the Trois Point in 
your Table, for a Gammon, or for a Hit. 


XIV. 


Cinque-Deuce, to play two Men from the 
5 placed in your Adverſary's Tables, for a 
Gammon, or ſor a Hit, 


XV, 


* Cinque-Ace, to bring one Man from the 
5 placed in your Adverfary's Tables for the 
Cinque, and to play one Man down. on the 
Cinque Point in your own Tables for the Ace, 
for a Gammon only, 


XVI, 


. Quatre-Trois, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for a 
Gammon, or for a Hit. | 


Quatre-Deuce, to make the Quatre Point 
in your own Tables, for a Gammon, or for a 
Hit, 


ny XVIII. + Quatre- 
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XVIII. 


+ Quatre-Ace, to play a Man from the 
i in your Ade N s Table for the Quatre, 
and for the Ace, to play a Man down upon the 
Cinque Point in your own Tables, for a Gam= | 


mon only. TA 


Trois- Deuce, two Men to be brought from 


the 5 placed in your Anery 8 Tables, for a 
Gammon only. | 
XX. . 


Trois- Ace, to make the Cinque Point 'in 
your own Tables, for a Gammon, or for a Hit. 


| XXI, 
* Deuce-Ace, to play one Man from the 5 
Men placed in your Adverſary's Tables for the 
Deuce; and for the Ace, to play a Man down 


upon the Cinque Point in your own. Tables, 
for a Gammon only. 


"Ca IV; 


DirRECTIONS how 10 play the Chances that are 


marked thus 6 ) when. you are wy to tay 2 | 
a Hit. 


* : 3:32 -N * 
— WO Trois, two of them are to be 
played on your Cinque Point in your 
own Tables, and with the other two you are 


to take the Quatre Point in your Adverſary 8 
Tables. 


II. 4 Tiro | 


58 * 
5 8 
2 
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1 Two Deuces, two of them are to be 


Rlayed on your Quatre Point in your own 


ables, and with: the other two you are to take 
the Trois Point'in your Adverſary's Tables. 

The two foregoing Caſes are to be played in 
this Manner, for this Reaſon, v:z. That there- 
by you avoid being ſhut up in your Adverſary's 


Tables, and have the Chance of throwing high 
Doublets to win the Hit. 


III. 
* Two Fours, two of them are to take your 


Adverſary's Cinque Point in his Tables; and 


for the other two, two Men are to be brought 
from the five placed in your Adverſary's Tables. 

F ; IV.. 

1. * Cinque-Ace, play the Cinque from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace 
Point. 1 


- 2. Quatre - Ace, play the Quatre from the 
five Men placed in your Adverſary's 'I'ables, 
and play the Ace from the Men on your Ad- 
verſary's Ace Point. 

1 „ 

3. * Deuce-Ace, play the Deuce from the 
five Men placed in your Adverſary's Tables, 
and play the Ace from your Adverſary's Ace 


Point. 
T N, B. The 
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N. B. The three laſt Chances are played 
in this Manner, for the following Reaſon: 
By laying an Ace down in your Adverſary's 
Fables, you have a Probability of throwing 
Deuce Ace, Trois Deuce, Quatre Trois, or 
Size Cinque, in two or three Throws; in any 
of which Caſes you are to take a Point, which 
gives you vaſtly the better of the Hit. . 

You may obſerve, by the Directions given 
in this Chapter, that you are to play 9 Chances 
out of the 36 in a different Manner for a ſingle 
Hit, to what you would do when playing for 
a Gammon. _ Wa” 

In this, and the foregoing Chapter, plain 
Directions are given, how, at ſetting out, to 
play all the Chances on the Dice, either for a_ 
Gammon, or a ſingle Hit; but it is impoſſible 
to give full Inſtructions for the whole Progreſs 
of the Game; all that can be done towards 
helping a Learner, is to communicate ſome 
Obſervations, Hints, and Cautions, which, if at- 
tended to, may be of Uſe to him. 


IK U e „„ 
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"ALA Pot Vs 
Some OBSsERVATIONS, HINTS, and Ca v- 
TIONS, which are to be attended to. 


— 


Ss * : * 
* 


Y the Directions given to play for a Gam- 
mon, you are voluntarily to make ſome 
Blots, the Odds being in your Favour, that they 
are not hit; but ſhould it ſo happen, that any 
Blot is hit, as in this Caſe you will have three 
Men in your Adverſary's Tables, you mult 
then endeavour to ſecure your Adverſary's 
Cinque, Quatre, or Trois Point, to prevent 
a Gammon, and muſt be very cautious how 


you ſuffer your Adverſary to take up a fourth 


an. 

UW 

* * * — J 4 * 
11 1 - N Us 9 1 " 
. * 1 4 9 44 * # . 


4 
II. 


Take Care not to crowd your Game at any 
Time, if poſſible. What is meant by crowding 


a Game, is the putting many Men either upon 
your Trois or Deuce-l'oint in your own 
Tables; which is, in Effect, loſing of thoſe 
Men, by not having them in Play. 

Beſides, by crowding your Game, to at- 
tempt to ſave a Gammon, you are often gam- 
moned ; becauſe, when ycur Adverſary finds 
your Game open, by being crowded in your 
own Tables, he may then play his Game as he 
thinks fit. _ 

12. a3 III. By 


WS 8 
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By Recourſe had to the Calculations, you 
1 know what are the Odds of your entering 
a ſingle Man upon any certain Number of 
Points, and by that Means you may play your 
Game kccordingly. . hn 2! 


ad, 1 
If you are obliged to leave a Blot, by Re- 
courſe had to the Calculations for hitting it, 
you will find the Chances for and againſt you; 
and conſequently you will be enabled: to judge 


how to play your Game to the greateſt Ad- 
vantage. | 


V. 


You will alſo find by the Calculations, the 
Odds for and againſt you, upon being hit by 
double Dice, and conſequently you will have 
it in your Power to chuſe ſuch a Method of 
Play as is moſt to your Advantage, 

. | 

If it is neceſſary to make a Run, in order to 
win a Hit, and you would know to a Point 
which is forwardeſt, your Adverſary or you, 
take the following Method: | 

Begin with reckoning how many Points you 
muſt have to bring home to your Size Point 
in your own Tables, the Man that is at the 
greateſt Diſtance from it, and do the like | 
every other Man that is abroad ; when the 

| K Numbers 


ER 
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Numbers of thoſe Abſentees are ſummed up, 
add to them the following Numbers for thoſe 
already in your own Tables (ſuppoſing the 
Men that were abroad as on your Size Point 
for bearing) namely, ſix for every Man on the 
Size Point, five for every Man on the Cinque 
Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, and 
one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 
you will know which of you is forwardeſt, and 
Cketies to uin the Hit. 49.115 0 
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i OBsERVATIONS and DIRECTIONS for 


a Learner that has made ſome Progreſs at 


Back-Gammon ; particularly DIR RCTIONS 
for BEARING bis Men. 


| I. ; 
I F your Adverſary is greatly before you, never 
I play a Man from your Quatre, Trois, or 


Deuce Points, in order to bear that Man from 


the Point where you put it, becauſe that no- 
thing but high Doublets can give you any 
Chance for the Hit: therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 


Points, be of om Advantage to you: Where- 
as, had your Size Point remained loaded, you 


muſt, perhaps, be obliged to play at length 


thoſe Fives and Fours. 
II. 
Whenever you have taken up tro of your 
Adverſary's Men, and that you happen to have 


two, three, or more Points made in your own . 


Tables, never fail ſpreading your Men, in order 
either to take a new Point in your Tables, or 
to be ready to hit the Man your Adverſary may 


K 2 happen 


—_— 
will, upon having eaſed your Size and Cinque 


3 "©. 
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happen to enter. As ſoon as he enters one of 
his Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking his Man up, if 
you can, becauſe it is 25 to 11 againſt his hit- 
ting you; Which Chance being ſo much in 
our Favour, you ought always to .run that 
Riſk, when you have already two of his Men 
up. 1 


4 


There is this Exception to this Rule, that if 


you play for a fingle Hit only, and that your 
playing that Throw otherwiſe gives you a bet- 
ter Chance for the Hit, you ought-not to take 
up that Man,  * | 1 


en ee. 

Never be deterred from tak ing up any one 
Man of your Adverfary's, by the Apprehen- 
ſion of his hitting you with double Dice, be- 
cauſe the faireſt Probability your Adverſary has 
of hitting you, is 5 to 1 againſt him. 


If you ſhould happen to have five Points in 
our Tables, and to have taken up one of your 
Adverſary's Men, and are obliged to leave a 
Blot out of your Tables, take Care, if it is in 
vour Power, rather to leave it upon Doublets, 


than any other Chance,..becauſe Doublets are 


35 to 1 againſt his hitting you, and any other 
Chance is but 17 to 1 againſt him, 


VL wo 


{2 
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Two of your Adverſary's Men in your Tas 
bles are better, for a Hit, than, any_ greater 
Number, provided your Game is forwardeſt, 
becauſe his having three or more Men in your 
Tables, gives him more Chances to hit you, 
than if he had only two Men in them. 


VI. 


If you are to leave a Blot upon your en- 
tering o Man upon your Adverſary's Tables, 
or otherwiſe, and have it in your Choice to 
leave it upon what Point you pleaſe, always 
cauſe that which is the moſt diſadyantageous to 
him. To illuſtrate this by an Example, let us 
ſuppoſc it is his Intereſt to hit you or take you 
up as ſoon as you enter, in that Caſe you axe o 
Jeave the Blot upon his loweſt Point; that is to 
ſay, upon his Deuce Point, ratber than upon 
his Trois Point, or upon his Trois Point pre- 
ferably to his Quatre Point, or upon his Quatre 
Point preferably to his Cinque Point; becauſe 
(as has been mentioned before) all the Men 
your Adverſary plays upon his Trois, or his 
Deuce Points, are deemed as loſt; being in a 
great Meaſure out of Play, thoſe Men not hav- 
ing it in their Power to make his Cinque 
Point, and conſequently his Game will be 
crowded there and open elſewhere, whereby 
you will be able alſo much to annoy him. 


7 


K 3 VII. To 
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To prevent your Adverſary from bearing his 


Men to the greateſt Advantage, when you are 
running to ſave your Gammon ; as, for In- 
ſtance, ſuppoſe you ſhould have two Men up- 
en his Ace Point, and ſeveral other Men 
abroad, tho' you ſhould loſe one Point or two 
in putting Four Men into your Fables, yet it 
is your Intereſt to leave a Man upon your Ad- 


_ verſary's Ace Point; which will have this Con- 


ſequence, that'it will prevent his bearing his 
Men to his greateſt Advantage, and will alſo 

give you the Chance of his making a Blot, 
HR you may chance to hit. But if, upon 
a Calculation, you find that you have a 
Throw, or a Probability of ſaving your Gam- 
mon, never wait for a lot, becauſe the Odds 


are great! y agar nurIng 1, 


1 Li 
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CHAP: VII. 


Cases, put by Way of Example, to ſhew how to 
calculate the Odds of faving or winning a Gam- 
mon. | 


| I. 
QUPPOSE your Tables are made up, and 
— that you have taken up one of your Ad- 
verſary's Men; and ſuppoſe your Adverſary 
has ſo many Men abroad as require three 
Throws to put them in his Tables: 
Query. Whether you have the better of a 
Gammon or not? | 
Anſwer. It is about an equal Wager that. 
you gammon him. 4 5 i 
Becauſe, in all Probability, you will have 
bore two Men before you open your Tables, 
and when you bear the third Man, you will be 
obliged to open your Size or Cinque Paint; in 
that Caſe it is probable, that your Adverſary 
muſt take two Throws before he enters his 
Man in your Tables, and two Throws more 
before he puts that Man into his own Tables, 
and three 'Fhrows more to put into his own 
Tables the Men which he has abroad, which 
in all make ſeven Throws : And as you have 
twelve Men to bear, theſe probably will take 
ſeven Throws in bearing, becauſe you may 
twice be obliged to make an Ace, or a Deuce, 
before you can bear all your Men, | 
g | K 4 ; N. B. 
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N. B. No Mention is made of Doublets of 
either Side, that Event being equal to each 
Party. C 

The foregoing Caſe being duly attended to, 
ſhews it is in your Power to calculate very 
nearly the Odds of ſaving or winning a Gam- 
mon upon moſt Occaſions. | 


1 eee Oat 
- Suppoſe I have three Men upon my Adver- 
fary's Ace Point, and five Points in my Tables, 
and that my Adverſary has all his Men in his 
Tables, three upon: each of his five higheſt 
Points'; 4 1 # 15 1525 


Query. Whether the Probability is ſor his 
gammoning me, or not ? my OO 


0990 ee 1 } Points. 

For his bearing 3 Men from his 6 Point, is 18 
OL? from his 5 Point, — 15 
from his 4 Point, — 12 

from his 3 Point, — 9g 

from his 2 Point, — 6 


—— 


Anſiber. 


Ts 


Total — 60 


th 
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To bring my 3 Men from my Adver- | 
ſary's Ace Point, to my Size. Point 
In my Tables, being for each 18 _ 
Points, make in all , — £ 54 


ĨVbe Remainder is 6 
And as, beſides the ſix Points in your Fa- 
vour, there is a further Conſideration to be add- 
ed for you, which is, that your Adverſary may 
make one or two Blots in bearing, as is fre- 
quently the Caſe, 'You ſee by this Calcula- 
tion, that you have greatly. the better of the 
Probability of ſaving your Gammon. 
N. B. This Caſe is ſuppoſed upon an Equa- 
lity of throwing. | , os 


. | 


Suppoſe I leave two Blots, either of which 
cannot be hit but by double Dice: to hit the 
one, that Caſt muft be eight, and to hit the 
other it muſt be nine; by which Means my 
Adverſary has only one Die to hit either of 
them. | | 


| : Query. F 3 7 
What are the Odds of his hitting either of 
theſe Blots? 


1 A fuer ä 
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Anſwer. 


The Chances on two Dice are in all 36 


| C56 and 2 twice, 
; 8 5 and 3 twice, 
to hit 8 are, J 2 Deuces, — 


2 Fours, — 


£6 and 3 twice 
* Chances 45 and 4 twice, 
ohitgare, J > Tris, // 


Total Chances for hitting, 


Remain Chances for not hitting, 


| 1 101 


= Ww ao D 


11 


25 


So that it is 25 to 11 that he will not hit 


either of thoſe Blots. 


IV, 


To give another Example, let us foppole 
that I leave two other Blots than the former, 
which cannot be hit but by double Dice, the 
one muſt be hit by right, and the other by 


ſeven. 


Query. 


ting either of theſe Blots ? 


What are the Odds of my Adverſary” s hit- 


Anſiver 2 
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| Anſwer, | 
The Chances on two Dice are in all, 36 


6 and 2 twice, — 2 
The Chances J 5g and 3 twice, —— 2 
to-hit 8 are, | two Fours, — 5 
| _..- LCrwo Deuces, — 1 
| 6 and i twice, — 2 
bo. r ] 5 and 2 twice, —— 2 
X 7 4 and 3 twice, — 2 
Fotal Chanees for hitting, — 12 
Remain Chances for not hitting, — 24 


Therefore it is two to one that I am not hit. 
The like Method is to be taken with three, 
four, or five Blots upon double Dice; or with 
Blots made upon double and ſingle Dice at the 
ſame Time; you are then only to find out (by 
the Table of 36 Chances) how many there 
are to hit any of thoſe Blots, and add all to- 
gether in one Sum, which ſubtract from the 
Number 36, which is the Whole of the 
Chances upon two Dice: So doing reſolves 
any Queſtion. required. F 


V. 


Tze following Caſes are to ſnewa Way of 1 


calculating, which may be called a mechanical 
Way of ſolving of Queſtions of the like Nature. 
K.6 I would- 
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I would know what are the Odds of throw- 
ing 7 twice, before 10 once: 


Anſwer, 


OE is 5 to 4 that 10 is thrown once before 7 
15 thrown twice, which is demonſtrated as fol- 
Jows : 

Suppoſe the Stake depending i is nine Pounds, 
my firſt Throw entitles me to have one third 
Part of that Money, becauſe 7 has ſix Chances 
for it, and 10 has but three Chances, and 
therefore it is two to one. 4 

1 x” A 


Por cho rſt Throir, — — 3 0 0 
_— taken 3/..out of the 91. for 
the firſt Throw, the Remainder is 
6 J. out of which a third Part is to 
nen mor the EUs Throw: ' 12 0 © 
The Total is, cs 0 
ane 25 0 0 


The whole Stake i is, 9 O © 


— 


VI. LR 8 145 2nd f 


2 would FEI what are the - Odds of en- 
tering a Man upon any certain Point i in two 


Throws ? 
f : Anſfuver. 

Suppoſe 36 Shillings is the whole Stake de- 
pending, I would know what is my Share of 
eee 3 * 18 Shillings that I enter 
f 4 in 


\ 
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in two Throws? By the Calculations in the 
Table of 36 Chances, it is found that I have 
11 Chances out of the 36 for entering the firſt 
Throw, for which therefore I am entitled to 
11 out of the 36 Shillings. 

FEE C . 
The Stake is, —— 36 © 


For the firſt Throw, — _ 10 


- 
: * : Y 


Remains, „ 0 


i 


The Remainder, being 25 Shilſings, 
is to be divided into 36 equal Parts, 
of which Iam entitled to eleven * | 
thoſe Parts, which makes 7s, 7d. 
for the ſecond Throw, —— 7 
Adding this to the other 1 Shallint . | 
.makes wy Share of the Stake to be, + 18 7 z 


Then my Adverfary' 8 Share Wil be. 17 4% 


- 4 


Total of the stake. ho, 36 8 


z n 


Therefore it is very nearly 15 to 14 in Fa- 
vour of entering a Man upon any certain 
Point! in two Throws. ,. 
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CH AP. VIL 
Critical Caſe for a Back Game. 


| LE T us ſuppoſe 4 plays the Fore-Game, 


and that all his Men are placed in the 


uſual Manner : Ts | 

For B's Game let us ſuppoſe, that 14 of his 
Men are placed upon his Adverſary's Ace Point, 
and 1 Man upon his Adverfary's Deuce Point, 
and that B̃ is to throw: 


Query. 
Which Game is likelieſt to win the Hit? 


Anſwer, 


Fs is the beſt by Gold to Silver, Or 21 for, 


to 20 againſt ; becauſe, if B miſſes an Ace to 
take his Adverſary's Deuce Point, which is 25 
to 11 againſt him, A is, in that Caſe, to take 
up B's Men in his Tables, either ſingly, or to 
make Points; and if B ſecures either 4's Deuce 


or Trois Point, in that Cafe, A is to lay as 
many Men down as poflible, in order to be hit, 


that thereby he may get a Back-game,. 
When you are pretty well. verſed* in the 


Game of Back-Gammon, by practiſing this 


Back-game, 2 will become a greater Profi- 


cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 


of the Back-game, 
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II. Back-game. 


Loet us ſuppoſe A to have five Men placed 
upon his Size Point, five Men upon his Quatre 


Point, and five Men upon his Deuce Point, all 
in his own Tables: EX | 


And let us ſuppoſe Þ to have 3 Men placed 
upon 4s Ace Point, 3 Men upon As Trois. 


Point, and three Men upon 4's Cinque Point; 
let B alſo have three Men upon his Size Point 
in his own Tables, and three Men placed out 
of his Tables, in the uſual Manner: 


| Quern. 
Who has the better of the Hit? 
Anſwer * 
It is an equal Game; but, to play it criti- 


cally, the Difficulty lies upon B, who is in 
the firft Place to endeavour to gain his Cinque 


and Quatre Points in his own Tables; and, 


when that is effected, he is to play two Men 


from A's Cinque Point, in order to oblige his 


Adverſary to blot, by throwing an Ace, which, 
if B hits, he will have the faireſt Probability of 


winning the Hit. 


III. Baci- game. 


Suppoſe 4 has three Men upon B's Ace 


Point, and three Men upon B's Deuce Point, 


alſo three Men upon his Size Point in his own- 


Tables, and three Men upon his uſual Point 


out. 


2 


* 
rr ; 


* 
I 
- 2 
wo 
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out of his Tables, and three Men where his 


five Men are uſually placed in his Adverſary's 
r 1 


And let us ſuppoſe B has his Men placed in b 
the ſame Manner, both in his own and his Ad- b 
verſary's Tables, with this Difference only, viz. | 
inſtead of having three Men put upon A's 
Deuce Point, let him have three Men upon 4 
Treis Point:: 
r n 0 1 7 
Who has che beſt of che Hit? e 
Anſwer. \ li 
Az; becauſe the Ace and Trois Points are not te 
ſo good, for a Hit, as the Ace and Deuce Points o 
in your Adverſary's Tables, for this Reaſon; d 
becauſe when you are bearing your Men, you b. 
have the Deuce Point in your own Tables to tt 
play your Men upon, which often prevents your * 
making a Blot, which muſt happen otherwiſe 
to your Adverſary; and take Care to lay down 
Men to be hit as often as you can, in order to 
keep your Game backward, and for the ſame ar 
Reaſon, avoid hitting any Blots which your fo 
Adverſary makes. 33 | 
„„ „„ th 
As a Caſe of Curigſity and Inſtruction. 
Let us ſuppoſe A has bis 15 Men upon B's | © 
Ace Point, B is ſuppoſed to have his Barr Point, - 
alſo his Size, Cinque, Quatre, and Trois Points Q 
| RP eee Ty up 
| in his own Tables 8 22S Þ 
|} n Query. C 


GAME of BACK-GAMMON, 209 

How many Throws is A likely, to take to 

bring his 15 Men into his own Tables, and to 
bear them? © bas ff ney 


* 


> e e Am 4 
Vou may undertake to do it in ſeventy-five 
Throws. . | : | 
It is Odds in As Favour that he throws an 
Ace in two: Throws; it is alſo Odds in A's 
Favour that he throws a Six in two 'F hroys. 
when theſe Events happen, A has a Probabi- 
lity of not wanting above tWo or three Throws 
to play till he has got all his fifteen Men into his 
own Tables: Therefore, by a former Rule laid 
down to bring your Men home, and alſo for 
bearing your Men, you may be able to find out 
the Probability of the Number of Throws re- 
quired, Note, B ſtands ſtill, and does not play. 
A Caſe of Curigſiiy and Inſtruction. 

Where A and B ſhall play as faſt as uſual, 
and yet B ſhall make the Hit laſt, probably, 
for many Hours. 0 i, £85 fot $957 
We will ſuppoſe B to have bore 13 Men, and 


* 


that A has taken up the two remaining Men. 
And let us ſuppoſe that A has his 15 Men in 
B's Tables, viz. three Men upon his Size Point, 
three upon his Cinque Point, three upon his 
Quatre Point, three upon his Trois Point, two 
upon his Deuce Point, and one upon his Ace 
Tha 


Point: { 1 } . 
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The Method, which JF is to take, is this: 


Let him bring bis 15 Men home, by always 


ſecuring ſux cloſe Points, till B has entered his 
two Men, and brought them upon any certain 
Point ; as foon as B has gained that Point, A 
muſt open an Ace, Deuce, or Trois, or all 
three; which effected, B hits one of them, and 
A, taking Care to have two or three Men in B's 
Tables, is ready to hit that Man; and alſo, he 
being aſſured of taking up the other Man, has 
It in his Power to prolong the Hit to almoſt 
any Length, provided he takes Care not to 
open ſuch Points, as two Feurs, two Fives, or 


two Sixes, but always to open the Ace, Deuce, 


or Trois Points, for B to hit him. 
I would know what are the Odds upon two 
Dice, for throwing two Sixes, two Fiyes, or 


two Fours, in three Throws ? which, by me- 
chanical Calculation, may be found thus : 
. Anſuwer. „ 
Suppoſing 36 Shillings to be the ; 
re- the Thrower will be s. 4. 
entitled to have for his firſt Throw 3 0: 
Which deducted out of 36, remains 
33; which divided again into 36 Parts, 
make ſo many Eleven Pences, out of 
which the Fhrower is to have 3 for his 
fecond Throw —— 
The Remainder, 30 Shillings and 3 
Pence, is again to be divided into 36 
| Parts 


2.0 


/ 
as_- wo £4 


re Bf „ „„ 


<q * 
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Parts; dividing the 30s. ſo, make fo 

many Ten Pences, and the 3 Pence di- 

vided into ſo many Parts, make ſomany 

Thirds of Farthings, of which the 
Thrower is to have 3Parts for his Share 3. d. 
for his third Throw — — 


Total for the Thrower, 8 3 


So that it is 27 5. 84.3 to 8 5. 3 d. 4 againſt 
the Thrower; which reduced into the ſmalleſt 
Number, is very nearly as 10 to 3, that two 
Sixes, two Fives, or two Fours, are not thrown 
in two Throws. + 


VII. Bacl- game. 


Suppoſe 4 to have 2 Men upon his Size 
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uatre Point. | | | 
And let us ſuppoſe B to have 2 Men upon his 


Sine Point in his own Tables, 3 Men upon his 
uſual Point out of his Tables, 2 Men upon the. 


Point where his 5 Men are uſually placed in 
his Adverſary's Tables, 5 Men upon his Ad- 
verſary's Ace Point, and 3 Men upon his Ad- 
verſary's Trois Point. 


Query. 


Who has the faireſt Chance to win the Hit ? 
| Anſwer a 
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A has, becauſe he is to play either an Ace, or 

a Deuce, from his Adverſary's Ace Point, in 
order to make both theſe Points as Occaſion of- 
fers; and having the Quatre Point in his Ad- 
verſary's Tables, he may more eaſily bring thoſe 
Men away, if he finds it neceſſary, and he will 


alſo have a reſting Place by the Conveniency 


of that Point, which at all Times in the Game 
will give bim an Opportunity of running for 
the Hit, or {taying, if he thinks proper. W here- 
as B cannot ſo readily come from the Trois 
Point in his Adverſary's Tables. 


CHAP. IX. 
LET us ſuppoſe 4 and B place their Men 
| in the following Manner for 4 Hit 3 Ei nl 


* £ 
8 ® 


Suppoſe A to have 3 Men upon his Size 


Point in his own Tables, 3 Men upon the uſuat 
Point out of his Tables, and © Men upon his 
Adverſary's Ace, Deuce, and ['rois Points, 3 
Men to be placed upon each Point; and ſup- 
poſe B*s Men to be placed in his own, and in 
his Adverfary's Tables, in the ſame Order and 
Manner. | 
The Reſult is, that the beſt Player ought to 
win the Hit; and the Dice are to be thrown 
for, the Situation being perfectly equal in 4's 
and B's Game. DO 
If Athrows firſt, let him endeavour to gain 
bis Adverſary's Cinque Point; when that is 
N : effected, 
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effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that B 
hits them will be in Is Favour, becauſe it puts 
him backward ; and let 4 take up none of B's 
Men, for the ſame Reaſon. 


A is always to endeavour to take care to have 


three Men upon each of his Adverſary's Ace N 


and Deuce Points; becauſe when B makes a 
Blot, theſe Points will remain ſecure, and b 
Recourſe had to a former Caſe (Numb. V. in 
the. former Chapter) when A has bore 5, 6, or 
more Men, yet A may ſecure 6 cloſe Points out 
of his Tables, in order to prevent B from get- 
ting his Man home: and by Recourſe had to 


the Calculations, he may eaſily find out (in caſe 


he makes up his Tables) who has the better of 


the Hit; and if- he finds that B is forwardeſt, 


he 15 then to endeavour to lay ſuch Blots to be 
taken up by his Adverſary, as may give him a 


Chance for taking up another Man, in caſe 3 


ſhould happen to have a Blot at home. 


Thoſe who play the foregoing Game well, 


may be ranked in the firſt Form. 
: WE 
| A Caſe of Curioſity. | | 
A and B play at Back-Gammon, A has bore 
13 Men, and has 2 Men to bear upon his 
Deuce Point, B has 13 Men in his own Tables, 
with two Men to enter, is to throw, and to 


name the Throws both for himſelf and A, but 


not to hit a Blot of either Side: ; 
Query. 
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What Throw is B to name For hath Par- 


ties, in order to ſave his Gammon? 
Anſiver. > 


B calls for himſelf 2 Aces, which enters his | 


2 Men upon A's Ace Point. Balſo calls 2 Aces 
for A, and conſequently A cannot either bear a 
Man, nor play one 3 then B calls for 2 Sixes 
for himſelf, and carries one Man home upon his 
Size Point in his own Tables, and the other he 
places upon his Adverſary's Barr Point: B alſo 


calls Size-Ace for A, ſo that A has one Man left 


to bear, and then B calls for himſelf either 2 
Sixes, 2 Fives, or 2 Fours, any of which bear 
a Man, in caſe he has Men in his Tables upon 
thoſe Points, and to ſave his Gammon. . 


II. 


The following Queſtion is to be attended to, 
as being critical and inſtructive. 

Suppoſe that both yours and your Adver- 
ſary's Tables are made u: 

Alſo that you have 1 Man to carry dene 
but that he has 2 Men on your Barr Point to 
carry home, which lie in wait to catch your 
Man, and that if you paſs him you are to win 
the Hit: Suppoſe alſo that you have it in your 
Choice to run the Riſk of being hit, by 7, or 
by 8, both of which are Chances upon double 

Dice. | : 
| 3 | 

W hich of theſe Chances is it beſt for you 
to venture? 


Anſwer. 
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1 Anſwer. | 

That of, for the following Reafons : Firft, 
becauſe that the Chances of being hit by 7, or 
by 8, are equal. E-8\P 

Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that 
by your next Throw you either hit him or paſs 
beyond him. 


Thirdly, In caſe your ſecond Throw ſhould 


happen to be under 7, and that conſequently 
you cannot hit him, yet you may play that Caſt 
at home, and conſequently leave the Blot 
upon double Dice. | 


Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 


haye made a bad Choice, for the Reaſons fol- 


lowing.  - 

Fir/t, Becauſe the Chances of being hit by 
7, or by 8, are only equal. | a 

Secondly, Becauſe, if you ſhould eſcape the 
being hir by 8, yet you would then have but 
17 Chances in your Favour, againft 19 for 
either hitting him, or paſſing beyond him by 
your next Throw. 


Thiraly, In caſe your ſecond Throw ſhould ; 


happen to be Size-Ace, which is ſhort of him, 
you would then be obliged to play the Man that 
is out of your Tables, not being able to play 


the Six at home, and 1 leave a 


Blot to be hit by a ſingle (pr flat) Die; which 
Event, upon Suppoſition that you play for 18 
Shillings a Game, would entitle him to 11 
Shillings of the whole Stake depending, 

5 De 


